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ABOUT THE COVER 
By Liz Danfortu 


This piece of art was created to go into the reprint of Tunnels & Trolls 5th Edition, 
which we are Calling Classic T&T. It will replace the art presently on the Gunnes page 
— art which had nothing to do with gunnes. Look for a future Kickstarter for the 
Classic edition, which is being lightly tweaked to correct errata, typoes, and language. 
There will be a new foreword from Ken and a new afterword from me. In addition, 
the project will come alongside some other wonderful surprises of historical interest 
to players of the game, which | know you will be eager to see gathered together! No 
specific release date except "soon"... hopefully very soon. 


CREOITS 


Tunnels and Trolls™ is a trademark of Flying Buffalo, Inc. and is used with permission. 
For more information and details on Tunnels & Trolls™ products, visit 
wwwilyingbuffalo.com. 

Eleventh edition of this magazine published by Dan Prentice and Bill Pitcher in April 
2021. All rights reserved. 2021 © Trollbridge. 

All visual and textual content within the magazine has been contributed by the 
individual authors and artists credited in this publication. 


The copyrights for the contents of the magazine are the property of the individual 
contributors, who have given permission for their work to be published within TrollsZine. 
Where you find Trollszine! available for Pay What You Want pricing, money collected 
by Flying Buffalo are tips for Web distribution, and not paid to members of Vin's T&T 
Trollbridge, production volunteers, or contributors. We remain committed to pay what 
you want being free. 


The contents of this publication cannot be reproduced elsewhere without the express 
consent of the respective copyright holders; however, you may freely print out the 
contents of this publication for your personal enjoyment--we certainly hope you do! 
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TROLLS TALk IN TRIBUTE 


This issue is dedicated to the original proprietor 
of Flying Buffalo and publisher of Tunnels and 
Trolls, Rick Loomis. He sadly passed in August 
2019 after bringing games to us in 5 decades. 
Those who knew him well have written touch- 
ing tributes to him. I will just say that Trollszine 
would not exist without him. Thanks to his publi- 
cation of Ken St. Andre's brilliant game | started 
playing it before | was in my teens. He support- 
ed it with highly talented writers and artists in- 
cluding Liz Danforth & Steve Crompton. Many 
of those writing and drawing for this zine have 
enjoyed T&T for many years. Furthermore, when 
we asked if Trollszine could be published on Fly- 
ing Buffalo’s digital platform he did not hesitate. | 
still have the email he sent me after publication 
and his warm words of encouragement. 


Everyone involved has done their best to make 
this issue worthy of his work and memory. We 
will keep on making Delving great, just as Rick 
always did. | am very pleased to introduce new 
writers and artists in this Trollszine and to feature 
familiar ones as well. Thanks to our brilliant con- 
tributors we are breaking new ground, with pho- 
tos and a crossword as well as exciting adven- 
tures and fascinating articles. We continue to be 
very well supported by artists, with many origi- 
nal works featured. 

| am now going to leave the zine to speak for 
itself, but just wish to raise a flagon of Trolljuice 
to Rick Loomis. 

Thank you, Rick. 


ZANSHIN, 
aka Dan Prencice 


Rick Loomis our TRIBUTE 


Ken Sc. Andore 


Rick Loomis, chief buffalo, and CEO of Fly- 
ing Buffalo, Inc. died on August 28, 2019. | 
was not at his bedside when he passed. | 
do have a picture | took of him a day or 
two before the end. 


| knew Rick for more than 40 years. We 
were friends. He was also my most im- 
portant publisher, and the main force be- 
hind the success of Tunnels & Trolls. He 
published it. He promoted it. He sold it. It 
was a big part of his business at Flying Buf- 
falo--T&T started small and grew over the 
years and is still growing. The same can be 
said for Nuclear War. The main income for 
FBI came from play by mail computer 
games; namely Starweb, but there were 
some others. | never got involved in them. | 
played a few times at conventions. Sec- 
ondary income for FBI came from Nuclear War, Tunnels & Trolls, the Catalyst products, special 
dice. | mention the company because | never worked for Rick. | was never on salary. | didn't 
see him on a daily basis as some other people did. 


We were friends, and he was my patron/publisher. We didn't always agree. | admired his ability 
to keep Flying Buffalo going in spite of the many problems he had with printers and sometimes 
employees. | think he made a lot of bad decisions, but it was his company, and his life. He lived 
it by his own terms, and | admired that. 


Heh, Rick loved going to conventions. He loved playing games--board games much more than 
roleplaying games or video games, though he did like King's Bounty on his computer. Rick 
loved selling things, especially his games. He loved that even more than playing games. Rick 
liked sports. He got himself a good big tv and loved to watch baseball and football. | went to 
his house in Scottsdale and watched games with him sometimes. Watching the Super Bowl to- 
gether was a tradition with us for about the last 20 years. 


Two or three times a year | would accompany Rick to game conventions. | like conventions. | 
like meeting people from other parts of the country (later from other parts of the world). | like 
gaming with strangers. Rick liked running tournaments at conventions that showcased his 
games. Crom only knows how many thousands of Nuclear War card games he sold because 
of all the Nuclear war tournaments he ran. 


| keep coming back to games. That is what Rick and | really had in common. Sometimes he 
would invite me to his house just to play board games with him and his sister Laura. We played 
Settlers of Catan--and its many variants, and Racko, and Can't Stop, and Ticket to Ride, and 
others | can't remember right now. Really--Settlers was the big one. You can get a good game 
going with just 4 people--usually Rick and Laura and my son, James, and me. And there was 
poker. Rick liked to play poker and would host a poker party at his annual Flying Buffalo mini- 
convention in Arizona (usually in Scottsdale). It was nickel-ante. The most you could win or 
lose in an evening of play was about $10. And that was fine. The fun was in playing, not in walk- 
ing away as a winner (although that was occasionally nice too). Eventually | talked Steve 
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Crompton into gaming with us at Rick's house, and Steve got good at it, and started hosting 
games on Friday night at his house. Chiefly because Steve is married to the wonderful Anita 
Martinez, he has and had a much nicer house to live in and game in than Rick did. Even after 
Rick died, Steve continued to host Friday night gaming for the survivors. Covid-19 put an end to 
that. Some of the pictures included below show us on those Friday night gaming sessions. 


Rick was a genuinely good person. He 
helped people, and he did it by making it 
possible for those people to help themselves. 
He gave people jobs with Flying Buffalo--al- 
most always people who really needed the 
money, and often a roof over their heads, of- 
ten with people | would have preferred to 
avoid. I'm probably one of those (mostly) 
antisocial misfits that a lot of the Buffalo em- 
ployees would prefer to avoid. He managed a 
softball team in a Scottsdale league for 
decades and played on it. | remember him 
telling me about his proudest moment--a 
game in which he got a triple. Rick was nev- 
er athletic or particularly strong. He was 
badly overweight from about the age of 50 
onwards. That never prevented him from 
traveling to conventions, sometimes as far 
away as Germany. That never prevented him 
from playing softball, or driving across country, or running a summer camp for his church. Rick 
helped people and he didn't make a big deal out of it, and for that reason he had lots of 
friends--real friends like Dave Arneson--friends who came to his rescue when times were 
tough--and they often were tough. 


Rick was president of G.A.M.A. I don't know how many times. I'm guessing seven but it might 
be more or less. G.A.M.A. is an association of small game manufacturers. Flying Buffalo was 
never a big company compared to TSR or Wizards of the Coast or Steve Jackson games. Rick 
was the diplomat who held that organization together every time some other president took it 
to the brink of ruin. What good is GA.M.A? It really helped promote gaming in the USA. Table- 
top gaming--board gaming, card gaming, role-playing--not gambling. You could not quantify 
Rick's contribution to gaming in this country, but it was huge--probably greater than any other 
20th century American. 


Rick knew everybody who was anybody in the game industry. | knew Dave Arneson. Why? 
Because Rick knew Dave and introduced me to him. I know Lou Zocchi--he's pretty old now, 
probably in his 80s--but | knew him because Rick introduced me to him. | know Frank Chad- 
wick and Marc Millar and Greg Stafford and Peter Atkinson and so many others because Rick 
knew them and introduced me. It's not what you know, friends, it's who you know. Rick knew 
everybody. 


Rick never married--though he liked women well enough--and had no children. The games he 
created were his children. The games he didn't create--Tunnels & Trolls, Nuclear War, some oth- 
ers--were his foster children. He loved and nourished them all. 


Rick's luck ran out in 2019. He fought for his life as long as he could. Those of us who knew 
him were all very saddened by his death. Oh well, we all have to go sometime. When | die, | 
hope | can do it as gracefully and courageously as Rick did. 1 don’t say Rest in Peace about 
people. | say Rest in Glory, and then only if | think the person deserves the tribute. Rest in Glory, 
Richard Loomis! You did well with yout life. 


Rick Loomis & Flying Buffalo 


Ss, 


as Rick told 
it to me... 


by Steve Crompton 


In the beginning: Rick Loomis was 
a wargamer as a teen and ended up 
in the army in 1969. His job was to 
send and translate top secret mes- 
sages using one of these new things 
called a “computer.” 


During his time in the Army, Rick 
came up with the idea of using 
a computer to run _play-by-mail 
games. In 1970 he started Flying 
Buffalo Games which used a Ray- 
theon computer to run his games for 
paying customers. 


To promote his Play-by-Mail games 
(Starweb, Battle Plan and Nuclear 
Destruction) Rick started going to 
wargame conventions. These later 
evolved into the larger scale more 
mainstream conventions like Gen- 
Con and The Origins Game Fair, that 
we recognize today. Rick used to go 
to conventions all over the US just 
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about every weekend, only slow- 
ing down in his mid 60s. Most of 
us were amazed at how he could 
go to so many conventions week 
after week and not be completely 
exhausted, but he made it look 
easy. 


Rick started selling other peoples 
games. In 1975, Rick took the 
hand-copied and stapled Tun- 
nels & Trolls rpg rules written 
by Phoenix gamer Ken St Andre 
to a show and Rick sold them all. 
Rick and Ken arranged to start 
publishing T&T through Flying 
Buffalo. It turned out that T&T 
was the 2nd role-playing game 
ever published and T&T went on 
to become a long-running fan fa- 
vorite, and one of the few RPGs 
you could play solitaire. In fact 
Rick wrote the very first solo ad- 
venture for a role-playing game, 
aptly called Buffalo Castle. 


Also during the mid 1970s, peo- 
ple kept asking Rick if the Nuclear 
Destruction pbm game was based 
on the Nuclear War Card game 
they remembered playing back in 
the 1960s. Rick recalled seeing the 
game as well, and decided he would 
find out who owned it and if he could 
maybe get the rights to republish the 
Nuclear War. 


He got a copy of the original game 
and saw it was by Doug Malewicki. 
He soon found Doug and they 
worked out a deal to put Nuclear 
War back in print. The game was a 
big hit and it even ended up on the 
Games Magazine Top 100 Beer and 
Pretzels games of all time list and 
the game was put in the Origins Hall 
of Fame. Nuclear War also spawned 
numerous, editions, sequels and 
spin-off games. 


Rick went on to publish many other 
games and books like the 7 Grim- 
tooth Traps, the 7 Citybooks, Mer- 
cenaries, Spies & Private Eyes, Lost 
Worlds, Ace of Aces, Berserker, vari- 
ous dice and more. 


Rick ran Flying Buffalo and went 
to conventions for almost 50 years 
He had many stories about the early 
GenCons and going to a convention 
that only 50 people showed up at. He 
did the Essan Spiel Game show in 
Germany for 20 years and did Gen- 
con and Origins for over 40 years. 
Rick was told that he and Lou Zocchi 
were the only ones to have booths for 
that many years at GenCon. 


I know he will be missed by all of us 
and especially T&T fans. 


Liz Danfortn 


Rick Loomis was as much my mentor as my boss. He 
gave me opportunities, introduced me to the business, and 
always treated me with respect. He encouraged my 
work, listened to my suggestions, allowed me to take 
chances or push the envelope. In works | did with Rick 
and the Flying Buffalo teams, we could aim high and 
reach beyond expectations. 


One of his more memorable qualities was the ability to 
accept setbacks — and there were many — with the same 
quality of character as he was pleased with his achieve- 
ments. He often said “I looked for talented and creative 
people to work with me, and then got out of their way.” 
And he knew how to be happy for those around him: 
happy to help us succeed, or even watch from afar, never 
trying to take credit for what others did. 


Beyond that, he was a friend. We didn’t always agree, but 

he was always able to articulate his positions, and he had the grace to listen, to read long emails 
or talk, and to be able to think clearly about views different from his own. He was a peacemak- 
er and for that rare quality alone, he is sorely missed. 


Bill PiccHER 


“It's a dangerous business, going out your door. You step 
onto the road, and if you don't keep your feet, there's no à L 
telling where you might be swept off to.” i 


ae g Ties 


1, Sa 


Like many of you reading this, my life was impacted by 
Rick through his work at Flying Buffalo Inc. Firstly finding 
Tunnels and Trolls on the bookshop shelves all the way 
down in New Zealand, back in the early 1980s. After all 
these years | can honestly say that purchase changed my 
life. | was swept off into lands unknown, | found friends 
and fellow adventurers along the way. 


As | brought each new product, especially Sorcerer's Ap- ‘Dee RE 
prentice, | found the underlying theme, be creative, you M: 
can do this, planted a seed that would stay with me for ; Reone À S o a 


the rest of my life. Later when the internet shrunk the / Tee 
world | was able to reach out to Rick and with his en- 
couragement submit art for use in FBI products. 


Finally | would say that without Rick giving the TrollsZine a place among FBI's other DriveThru 
eBooks, it would have been difficult to sustain the production of this magazine. It was in these 
small acts of kindness that Rick had his biggest impact and it spanned the globe. For this | will be 
forever thankful. 


FLYING 
Buffalo 
O Inc.) 
WWW. flyingbuffalo.com 
Scottsdale, Arizona 


CELEBRATING 50 YEARS of GAMES! 


A 
Nuclear War 


Tünnels &Trolls™ 

() LostWorlds™ 
dn BOOT straps” 
Sa “Cityhooks™ 
og. Meath Dice™ 
Es = L BoxBans™ 


How to Order: 

Please add $5 shipping on all orders 
within the USA. For all orders outside 
the USA: $11 for Canada, $35 
for Europe, Japan or Australia. 


Now you can Paypal your order to 
postmaster@flyingbuffalo.com 
Be sure to include your name mailing 

address and the items you want. 
Don’t forget to add shipping. 


Flying Buffalo Inc. 
P.O. Box 8467 
Scottsdale, AZ 85252 
Or visit our site 
www. flyingbuffalo.com 


Many items also available as PDFs at 
www.drivethruRPG.com 


FLYING BUFFALO PRODUCT LIST 


CODE ITEM PRICE 


Box Bands 
Box Bands: 1 rubber band (1 each)........... 1.00 


800: Box Bands: Reg (6... 5.00 
801: Box Bands: Small (8)... 5.00 
802: Box Bands: Large (6) ........sccseeeee 5.00 
807: Box Bands Assorted (8)... 5.00 
803: Box Bands Small Lä). 35.00 
804: Box Bands Medium (40)... 35.00 
805: Box Bands Large 0). 35.00 
Tunnels & Trolls Rules 
8407: T&T Adventures Jopan. 15.95 
9103: dTunnels & Trolls Rules Soft............ $40 
9104: dTunnels & Trolls Rules Hard ........... $60 
9100: T &T 5.5 Rules Soft signed .............. $25 
TTC T&T Corgi Ruebook 12.95 
T&T Solitaire Adventures 
8101: Buffalo Castle... 8.95 
8102: Deathtrap Equalizer Dungeon.......... 8.95 
8105: Naked Doom iscsi 8.95 
8108: Beyond the Silvered Pane............... 5.95 
8109: Deluxe City of Terrors ...... eee 12.95 
8112: Arena Of khazan. OUT 
8114: Sea Of Mystery „sssi 5.95 
8117: Gamesmen of Kasar .........:ceeeees 5.95 
8119: Captif d'vvoire wesc eeseaees OUT 
8120: Amulet Of The Salkti .......0....eeee 6.95 
8121: Red Circle En 5.95 
8123: Dark Temple ......cccccssccscescesseeseeseenee OUT 
8124: When the Cat’s Away „s.s.s 8.95 
8125: Adventurers Compendium............ OUT 
0079: Goblml ae 8.95 
0094: Agent of Dean. OUT 


T&T Gamemaster Adventures 
9105: dT&T Gamemaster Screen........... $9.95 


8305: Vaults of K'HOMOT. seee 17.95 
8300: Dungeon of the Bear... 8.95 
8304: Catacombs Of The Bear Cult.......... 3.95 
8311: Uncle Ugly’s Underground .............. 6.95 


TatT Corgi Pocket Adventures 
TTC T&T Corgi Ruebook 12.95 
8206: Amulet Salkti & Arena Khazan........ 5.95 
8207: Captif & Beyond Silver Pane ........... 5.95 
8208: Sword for Hire & Blue Frog............. 5.95 
8209: Games Kasar & Mistywood ............ 5.95 


TaT Fiction Books 
8404: Mage’s Blood & Old Bones.............. 7.95 


Monsters! Monsters! 
9102: Monsters! Monsters! RPG ............ 14.95 


CODE ITEM PRICE 


Dark Conspiracy Paperback Novels 
Stackpole’s Dark Conspiracy Trilogy.......10.00 
Stackpole’s Evil Ascendant 3.00 
Stackpoles’s Evil Trumpbanmt, cee 3.00 


Mercenaries, Spies & Private Eyes RPG 
3001S: MSPE Rulebook Soft Cov............ 20.00 
3001H: MSPE Rulebook Hard Cov........... 55.00 
7002: MSPE Gpecal, 
3101: Jade Jaguar (Solo adven) 
3301: StormHaven (GM adven)..... 
3303: Mugshots l: Pacific Clipper uO. 
3304: Mugshots Il: Taking Care Bus........... D 95 
3901: MSPE Character Sheets (20)........... 3.95 
390?: MSPE Game Master Screen............. 7.95 


Catalyst Series For Any RPG 
Generic Fantasy Supplements 
8501: Grimtooth’s Traps......... 
8502: Grimtooth’s Traps Ton... 
8504: Grimtooth’s Traps Fore.... 


8505: Grimtooth’s Traps Bazaar ............... 14.95 
8508: Grimtooth’s Traps Ale... 14.95 
8509: Grimtooth’s Traps Lie. OUT 
8530: Grimtooth’s Dungeon of Doom...... 14.95 
8511: Citybook |: Butcher, Baker............. 14.95 
8512: Citybook Il: Port O Cat. OUT 
8513: Citybook III: Deadly Nightside ........ 11.95 
8514: Citybook IV: On Thehoad 11.95 
8515: Citybook V: Gideshow. 11.95 
8516: Citybook VI: Up Town uu... OUT 
8517: Citybook VII: King’s Bridge ............ 14.95 
8555: City ofthe Gods Map Pack............... 18.95 
8551: Lejentia Bk 1,Skully’s Harbor.......... 14.95 
8552: Lejentia Stanza Adv Pack"... 9.95 
8553: Lejentia Bk 2-Fort Bevitz 14.95 
8562: Maps: Book of Cities 

8563: Maps 2: Places of Legend. — OUT 
2212: Runedice Bock... eent 14.95 


Celebrating 50 Years! 
1970 to 2020 


Flying Buffalo also runs the 
award-winning Play-by-Mail Games 
Starweb, World Wide Battle Plan 
and Heroic Fantasy. Visit us at 
www. flyingbuffalo.com for more info! 


THE ISLANO OF ZWEETZ 


“As explained ey Patrice Geille 


and translated from the French 


sy Ken Sc. Andre 


It is a large desert island a few thousand miles west of the Dragon's Mouth (some say: it is 7900 
km southwest of the Dragon Claws). This landmass constitutes the base of the alien snake god 

Zweetz, whose name it bears. The geographers of the Khazan Empire point out that this island 

does not appear on any official map. They add that if Lerotra'hh, Khara Khang, or Khazan knew 
the location, they would have been trying to destroy it for a long time. 


Perhaps Lerotra'hh does not know 
exactly where Zweetz is, but does 
she really want to know? The divin- 
ers, astronomers and ship captains 
agree, however, that this island is 
floating on the sea and does not re- 
main in the same place. Is it magic 
or some sort of mechanical device 
that escapes the science of the 
gnome engineers of the Khazan Em- 
pire? No one knows. 


According to the few survivors that 
have had the misfortune to tread the 
ground of this island (that some say is 
a subcontinent), Zweetz is a pyra- 
mid-filled desert land where Uruk 
priests sacrifice thousands of cap- 
tives every year to a blood-drinking 
Bird-Serpent god called Zweetz. 


Zweetz is known for his repeated 
attempts to invade Trollworld (see 
Chronology of Trollworld). He is one 
of the Great Wizards who survived 
the Wizard Wars. Zweetz controls 
an army of ten-legged giant spiders 
from other planets. The Sea-Uruks 
that serve him are Uruks that he kid- 
napped and indoctrinated to worship 
him like a god. Zweetz is one of the 
major divinities of Trollworld. 


The Sea-Uruks’ skins are burnt to a 
dark brown by the harsh desert sun. 
These sea-going uruks often bear on their chests a tattoo depicting their four-winged serpent- 
god. When in war, they wear bizarre armor that emulates lizards and serpents in its form and 
scaliness. When on their island-continent, they wear no clothing except loin cloths and sandals, 
but their bodies are painted with stripes and dots in black, green, and red. They speak the lan- 
guage of uruks, but in a corrupt archaic version hardly comprehensible, even for other uruks. 


TROLESZINES j 


They are led by a caste of uruk shamans, also covered with paintings, but the priestly cast wear 
vestments of bones of all kinds tied together to form a kind of rat-man armor. They travel swift- 
ly from place to place on flying carpets. 


It goes without saying that there are no elves or dwarves on the Island of Zweetz. 


Aprerword ey Ken Sc. Andre 


Patrice Geille is the man who translated the 7th edition of Tunnels and Trolls into French and 
turned it into the 8th edition of T & T. He has devoted some 20 years of his life--perhaps more- 
to gathering as much lore about Trollworld as possible and compiling it into an encyclopedia of 
Trollworld called Le Livre de la Terre des Trolls (literally The Book of the Land of Trolls--or The 
Book of Trollworld). As often happens when things are translated and/or compiled from one 
language into another things are gained that were not part of the original, and sometimes things 
are lost. When a translation of a translation appears, which is what | have done here with the 
aid of Google Translate, the resulting text is often a bit awkward and not quite what the original 
author or authors had in mind. Still, | think it's fascinating to see how non-English speakers see 
and understand Our Game, and I'm quite happy that it is also Their Game. Things like this bring 
us and them together. 


THE GHOSTS OF 


KNAPSFORD HOLLOW “TAVERNM ASTER STRINGWATER 


By Sip Orrin By JASON Mutz 


Two New TUNNELS & TROLLS" SOLO ADVENTURES FROM 
‘THOSE THOROUGHLY NICE CHAPS AT TAVERNMASTER GAMES. 
AVAILABLE Now IN PRINT & PDF! 


+ 


FIND THESE AND MANY OTHER SOLO AND GM ADVENTURES, INCLUDING OUR 
WALLET FRIENDLY DOLLAR DOWNLOAD RANGE, AT DRIVETHRURPG! 
LINKS TO OUR STORE AND MUCH, MUCH MORE AT: 


WWW.TAVERNMASTER-GAMES.CO.UK 


Tunnels & Trolls 
Test your powers of T&T trivia! 
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Across 
1. The Dragon Continent (variant spelling). 
4. Cover artist for 1st edition. 
8. Now defunct online hangout for T&T players. 
10. You will need these random number generators to 
play. 
11. This Dragon Continent city is famous for its 
arenas. 
13. If you say it twice, it's a great set of rules for 
playing illkin. 
16. Orcs, trolls, ogres, goblins, etc. 
17. T&T-inspired rules for role-playing adventures 
from the 1800's up to modern era. 
18. The Troll Godfather, briefly. 
19. Cover artist for Deluxe Tunnels and Trolls. 
21. The Troll Godfather himself. 
23. A good spell for a hurt character. 


Down 


2. Former head of T&T publishing house. 

3. Traditional trollish greeting! 

5. Monsters with colorful headgear. 

6. Playing style pioneered by T&T, beginning with 
'Buffalo Castle' 

7. Arizona game company bringing us Tunnels and 
Trolls. 

9. The rock troll tongue. 

11. Also called mana. 

12. Current head of T&T publishing house. 

13. Peters- Chart 

14. They can be broad or narrow. 

15. Besides the USA, T&T is quite popular here. 
20. An alias for James Peters. 

22. Triples Add & Roll Over, briefly. 


BLOOO FEVER 


Wriccen A Illustrated ey Sid Orpin 


“There’s no doubt”, the Magician of Physik 
states matter-of-factly as he emerges from 
the shadows of his laboratory, “you have 
been bitten by a vampire and it will be just 
a few hours before you transform into a 
member of that loathsome, parasitic race!” 
He sees the panic in your eyes and his ex- 
pression softens somewhat as he contin- 
ues, “The situation is not completely hope- 
less; however, you will have to destroy the 
creature that drank your blood before the 
moon has risen at midnight tonight. My as- 
sistant will take you to someone who will 
be able to help you in your quest for re- 
demption.” That said he motions a tall, 
well-dressed man over and whispers swift 
instructions to him. Your attempts to pay 
for your consultation are waved away and 
before you know it you have been lead 
through the back streets of Trondhelm to 
an unprepossessing house not far from the 
docks. 


Your guide ushers you inside and an- 
nounces you to the female elf warrior who 
is sat at a rough table drinking ale from a 
pewter mug. When the two of you are 
alone, she leans forward and fixes you with an intense stare from her pale grey eyes. “My 
name is Hemena Rajiin and | hunt vampires. | think | can help you avoid what fate has in store 
for you, but we will have to act swiftly!” 
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Blood Fever is a mini-solitaire adventure for use with Deluxe Tunnels and Trolls™. It is de- 
signed for characters from any of the humanoid kindreds of up to 34 level with fewer than 25 
combat adds. Magic users may enter but there are few opportunities to cast spells except for 
healing; Poor Baby, or for enhancing weapons prior to combat; Vorpal Blade, Unerring Blade, 
Whammy etc... The usual T&T conventions apply and, as always, keeping track of the para- 
graphs you have visited is a good idea as you may be asked to return to a paragraph you have 
just visited. If you return to any of the sites in the tower basement, there will be nothing there 
unless stated otherwise in the text. Now, if you are ready to proceed, go to 1 to hear what 
Hemena has planned for your potential salvation. 


The vampire hunter explains that locally there is only one nest of bloodsuckers that have con- 
tinued to elude her efforts to rout them. Their leader is a former local minor nobleman. A half- 
elf called ‘Gelven’ who, along with others of his kind, shelters in the cellars of a ruined tower 
deep within the Wishwood. He must be the one who bit you even if you cannot recall the 
event. She warns you that you will begin to feel the fire of vampirism in your blood with every 
passing minute within the tower and that your transformation will be complete by midnight 
when the full moon has risen - only a few hours away! Your only chance is to find Gelven while 
he is resting and drive a stake through his foul and contemptible heart. 


Hemena will help to equip you for your quest. She has bladed weapons that have been en- 
chanted to work as normal against the undead creatures you are likely to meet: check the 
Deluxe T&T rulebook for any sword or axe that scores up to 5D6 in combat and make a note of 
it on your character sheet. If you lose this weapon and have to rely on ordinary equipment, 
you will only score half hits in combat. Now, with the sun dipping towards the horizon, follow 
her to Gelven’s tower. Go to 73. 


2 


A human woman with long dark hair leaps at you out of the shadows. She claws at you and 
reveals her vampire fangs. She gets 4D6 for her attack roll and has 20 combat adds. Any num- 
ber of spite hits in a combat turn will lead to a mesmerizing attack, which will cause the loss of 
25% of your combat adds on the next combat turn if you fail a L1 SR on IQ. She has a CON of 
18. (35 APs) 


3 

You are at a 3-way intersection with passages heading north, east and west. 
Roll a D6. 

If you roll 1 or 2, go to 35. 

If you roll 3 or 4, goto 5. 


If you roll 5 or 6, you may contin- 
ue on your way. 


When you leave north leads to 60, 
east to 55, and west to 40. 


4 


The mirror has a battered wooden 
frame and gives off an increasingly 
intense blue sheen as you ap- 
proach. Then it turns black and 
slowly the shadowed features of a 
handsome human male face ap- 
pear. You do not cast an image in 
the mirror. In even tones the face 
asks what he can do for you. Make 
a L1 SR on CHR. If you fail, go to 


69. If you succeed, go to 38. 


5 Random Event Table 
Roll 2D6 then consult the table and visit the paragraph indicated. Each paragraph should only 
be visited once, so if you roll somewhere you have already visited re-roll until you get a new 
one. 


6 


You wake to Hemena’s face hovering above you. She helps you sit up and smiling she starts to 
speak. “You have destroyed Gelven and his entire nest of vampires has fled. Well done! Your 
transformation has been averted and the Wishwood is safe for travelers once more. | have 
scavenged the basement while you were unconscious and found you a few gems as a reward 
for your actions and here | have a healing potion for you.” 

You have succeeded in your quest. You receive 300 GPs in mixed gems and a ‘Poor Baby’ po- 
tion that will heal 2D6 + 2 hits. You get a bonus 400 APs as well, but the greatest reward is that 
you will not be changing into a vampire. Congratulations! 


7 


You spot a cloak hanging from a hook on the east wall. It has a strange iridescent glow that 
makes it virtually invisible, and it appears to be made from hundreds of individual scales. This 
is ‘The Pallium Draconis’. It will protect the wearer from 10 points of magical attack damage 
per day and because it is made from the shed scales of young dragons it will shield from the 
effects of fire of any sort for a full turn. Finally, when still, the wearer is extremely hard to see; 
appropriate LK SR determined by the GM to avoid detection. 

Now return to 60 and move off. 


8 


Your attempt to find and destroy Gelven has ended in failure. Although you have been killed, 
the vampiric spirit within you allows you to return as a member of the undead and the newest 
member of the half-elf’s bloodsucking coven. You might like to use this character as the vam- 
pire at paragraph 2 for future play of this adventure. 

Close the book, your adventure is over. 


9 

You approach what appears to be a long-decayed corpse lying against the wall but when you 
are close by it leaps up and attacks; it is a living skeleton. It wields a rusted broadsword (5D6) 
and bears a target shield (5 hits). It scores 18 combat adds. CON is 24. (45 APs) 


10 

You are in a long, narrow room that has doorways in the southeast corner and the south and 
west walls. A single guttering candle provides the only illumination. In the centre of the room 
and running almost its entire length there is a 3’ high marble trough filled almost to the brim 


with blood. Every now and again you can see the surface of the dark red fluid ripple gently be- 
fore settling back to complete stillness. 

You are drawn to drink some of the trough’s contents; the urge is almost unbearable. Attempt 
to make a L1SR on the average of your CON and INT. As your transformation advances the 
temptation to feast on the blood in the trough will become stronger. If you have been here be- 
fore, increase the level of the SR by the number of times you have revisited. If you fail, go to 
66. If you succeed, you can examine the trough and its contents in more detail by going to 37 
or you can depart 


When you decide to leave, you can head northeast to 63, south to 55 or west to 60. 


Tl 
The corpse is suddenly transformed into a wight that attacks you, her boney hands grasping 
for your neck. This creature has a MR of 32 and scores double hits for spite damage. If you are 


defeated, go to 8. If you are victorious, go to 49. 


12 


You cannot get the lid to move. While you consider what to do next, you hear movement from 
within the tomb. Go to 44. 


13 


The sphinx determines that you are meant to be here and the red glow fades from its eyes. 
You may leave by returning to 20 with your IQ returned to normal levels. 


14 

A huge swarm of bats soar down the corridor and 
surround you biting and slashing at your face and 
neck. They have an effective MR of 2D6 + 30. They 
will only attack you for one combat turn and you 
can try to hold them off using your fighting skills. 
Any spite hits from them score double damage. (40 
APs) 


15 

As you approach the fire pit 2 flame elementals 
swoop up and attack you. They each have a MR of 
15. Metal armour provides only half normal protection from their heat-based attacks. If you 
have any means of producing a water/cold/ice-based attack, this will cause double damage 
against these opponents. At the end of any combat turn you can retreat southeast or west and 


the sprites will stop attacking. If you retreat or you defeat the sprites, return to 50 and leave 
here. 


16 


The tapestry is an astonishingly detailed depiction of the very tower whose basement you are 
currently exploring. Clearly it dates from before it fell into such a dilapidated state and the sur- 
rounding garden and woodlands look beautifully kept. There are figures in the foreground of a 
man and a woman in expensive clothing. They seem to be beckoning you to join them. At- 
tempt to make a L1SR on WIZ. If you fail, go to 59. If you succeed, go to 43. 
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Gelven grabs your wrist as you try to drive the stake into his chest. His unnatural muscular 
power slows you down: the battle between you becomes a life-or-death arm wrestle. Run a 
contest between the two of you using your STR attributes as if they were monster ratings. Gel- 
ven’s STR is 4D6 + 4. If your STR Rating is reduced to O, go to 8 while if Gelven’s drops to 0, go 
to 52. 


18 

As you wander the corridor, some dust drifts down from the ceiling. Some substantial pieces 
of masonry follow in its wake. If you can make a L1 SR on LK, you avoid being hit. If you fail this 
SR, you can dodge the roof collapse by making a L2 SR on DEX. If you fail both rolls, you take 
2D6 + 4 hits with armour counting at face value only. (40 APs) 


19 

The moment you are seated, you feel wearier than you can ever remember being in your 
whole life. Your eyes close. In a blind panic you blink them open only to find you are at 3 with 
any CON damage you have suffered completely healed. 


20 

You are in a circular room with exits to the south and east. There are two candles in wall- 
mounted holders providing flickering illumination. Resting close to the longest arc of the wall 
to the northeast there is a large sphinx made of clear crystal. The sphinx’s eyes glow a faint red 
as if they were made of rubies and the head slowly rotates from side to side as if it were 
searching for someone or something. 

If you would like to cross to the other exit from this room, you may walk steadily by going to 
45, or you may run at top speed by going to 61. Alternatively, you can approach the sphinx to 
examine it in more detail at 36. 

When the time comes to leave this room, the south exit leads to 53 and the east exit to 70. 


21 

You sense the temperature drop dramatically and suddenly a swirling cloud of insubstantial 
grey matter surrounds you and coalesces into the form of humanoid figure. As terrifying nois- 
es echo in your brain, the ghostly vision attacks your sanity. Attempt to make IQ SRs at L1 and 
2. For each point you fail either SR by you take one point of CON damage. (30 APs). If you have 
survived, return to the paragraph that sent you here and continue on. 


22 

You are on an ancient looking stone staircase that is part of a long passageway. At the bottom 
of the steps is a doorway illuminated by an intense orange-red glow. The stairway itself is 
rather uneven, slick with moisture and crumbling in places. Whether you are climbing up or 
down you will need to make a L1 SR on DEX to avoid taking a tumble that will cause direct CON 
damage equal to the number the SR was missed by. 

To head down the stairs east into the room with the orange glow, go to 50, while to climb the 
stairs and head west, go to 70. 


23 


The corpse of the beautiful woman is suddenly animated and smiling at you. She tells you that 
she was Gelven’s lover before he became a vampire. She chose death rather than joining him 
amongst the ranks of the undead, but he managed to trap her spirit as well as her earthly re- 
mains in this coffin. Her only chance of escaping is if Gelven can be destroyed once and for all. 
She hands you a silver ring that she says will teleport the wearer straight to his sanctum in the 
basements. If you put the ring on now, go to 30, otherwise you can return to 40 and leave 
here but you can go straight to 30 at any time you decide you would like to by slipping the ring 
on. 


24 

As you stride onto the rug each step produces a cloud of dust and then a swarm of large 
moths rise up and flutter around you for several seconds before they head off towards the 
nearest candle. Your heart is racing but fortunately, you come to no harm. Continue to your 
destination paragraph. 


25 


Gelven is a Half-Elf Vampire warrior and he swings a mean heavy sabre. Fight to the death. 


If Gelven defeats you, go to 8. If you are victorious, you can drive the stake through his heart. 
As you do so, you suddenly feel faint, and everything goes black. Go to 6. 


Gelven Alhean Level 3 Half-Elf Vampire Warrior 

STR 24 DEX 18 LK 15 SPD 14 

CON IS WIZ 7 1Q 18 CHR SH Adds +23 
WEAPON Heavy Sabre (4D6 + 3) 


26 

As you approach the trench, you notice that the appalling smell gets stronger and stronger. It 
is also clear when you get to the edge that this is more a chasm than a trench since even your 
enhanced vision cannot see to the bottom. While you are staring into the abyss, a great cloud 
of bats rushes up from the depths and starts to swarm around you, biting and scratching at 
your face. These are vampire bats. The cloud of them has a combined MR of 30. There are so 
many that you cannot kill them in combat, but you can use your combat total to fend them off. 
For each spite hit they score, you must make a L1 SR on DEX. If you ever fail any of these SRs, 
go to 28. The bats will disperse after 4 combat turns and you can take 30 APs for surviving. 
Once they have gone, return to 55 and either leave the way you came or try to jump across 
the chasm. 


27 

You tread in a small amount of sticky black mud. Immediately more and more appears and you 
start to struggle to make any forward progress through it. Attempt to make 3 L1 SRs on STR. If 

you succeed in at least 2 of these, you manage to pull yourself free. If you have failures at 2 or 
3 of the SRs, you become completely stuck and by the time midnight arrives you transform ful- 
ly into a vampire; close the book, your adventure is over. (40 APs) 


28 
The cloud of bats has caused you to fall into the chasm. It is at least 300’ deep and the force of 
the impact kills you instantly. Go to 8. 


29 

The coffin is made of cherry wood and is covered in detailed carvings of love nymphs and oth- 
er deities associated with romance. The chaise longue in front of it has obviously seen better 
days; the upholstery is tatty and stained and there is a distinct dip in the main part of the seat. 
If you would like to lift the coffin lid to see who or what is inside, go to 64 while if you would 
prefer to take a seat on the chaise longue, go to 19. 


30 

You are in a small oblong room with a single door in the west wall. There are 4 floor-standing 
cressets each holding a torch burning with a dull, crimson flame. This red light illuminates a 
white marble tomb resting on top of a plinth of dark wood. Carved into the surface is the 
handsome elfin face of a man. It seems likely that this is where Gelven rests before he goes 
hunting fresh meat such as you. 

If you want to slide the lid aside with stake at the ready to plunge into the vampire’s heart, go 
to 68. If you think opening the tomb and flinging one of the red-flamed torches in would be a 
better option, go to 58. If you would like to explore this room before interfering with the 
tomb, head to 48. 


31 

You manage to find 2D6 GPs and 1D6 of gems; roll on the treasure generator in the Deluxe 
T&T Rulebook to discover their worth. When you have finished scrabbling around, you are at- 
tacked from behind and must take 2D6 + 7 hits undefended, though your armour will protect 
you. If you survive this first assault, turn to face your attacker at 15. 


32 
Your responses tie the sphinx in intellectual knots and it suddenly ceases to function: its head 
lolling forward. You can easily slip the ru- 
bies from its eyes (worth 2D6 x 10 GPs 
each) and return to 20 and leave here with 
your IQ returned to normal levels. 


33 

You step silently up to the top of the stair 
and discover the wooden doors are 
warped with age and will not simply open, 
you will have to apply a significant amount 
of force. Attempt a L1 SR on STR. If you 
succeed, go to 60, otherwise head to 54. 


34 
You come across an ordinary looking epee 
abandoned in the corridor. Its appearance 


ddd 


belies the enchantment placed upon it. This is ‘The Exponential Epee’. It scores only 1D6 in 
combat round one of any battle but gets 3D6 on turn 2, 6D6 on turn 3, 10D6 on turn 4 anda 
whopping 15D6 on turn 5. Thereafter, it reverts to normal 3D6 damage until the contest ends. 
Because it is enchanted it scores its full damage versus vampires and other members of the 
undead. 


35 Random Encounter Table 

Roll 2D6 then consult the table and visit the paragraph indicated. Each paragraph should only 
be visited once, so if you roll somewhere you have already been, re-roll until you get a new 
one. If your CON is reduced to O or less by one of these encounters, go to 8. If you survive, re- 
turn to the paragraph that sent you here in the first place. The APs awarded for surviving are 
noted at the end of each paragraph. 


36 

You walk directly towards the sphinx, which takes this as a hostile action and attacks you. The 
sphinx has a MR of 34 and its crystalline form allows it 6 points of armour protection. If your 
CON drops to 0 or below, go to 8. If you are victorious, you may slip the rubies from its eyes 
(worth 2D6 x 10 GPs each) and return to 20 and leave here. 


37 

A 3’ long black, sinuous creature leaps from the trough of blood and sinks its sharp teeth into 
the flesh of your face scoring a point of CON damage immediately. It continues to hold on 
tightly and thrashes wildly as you try to grab hold of it and pull it off. To seize the blood eel and 
remove it you will need to make L1 SRs on DEX and STR on the same combat turn. Attempt 
these SRs until you have made both successfully. For each time you fail at least one of these 
SRs, the blood eel scores another point of CON damage. After 5 combat turns the eel will drop 


off sated by its feasting on your flesh. If you remain conscious, return to 10 and leave here. 


38 

The face in the mirror smiles urbanely and declares his intention to help you in your attempt 
to destroy Gelven. He tells you to leave via the north exit and to head east from the next room 
you enter and to keep heading east. This will lead to the head vampire. He warns you that 


everything else in this room is extremely dangerous and tells you to go straight to 53. 

39 

The jump is a simple one and poses no problems to you. Attempt to make a L1 SR on LK. If you 
fail, go to 46 otherwise you manage to cross to the other side of the chasm and may leave 


north to 10, if you jumped from the southwest side or west to 3 if you jumped from the 
northeast side. 


40 

You are in a square room with exits in the east and north walls. There are two candles in hold- 
ers on the wall providing a flickering yellow light. There is a large 10’ x 8’ rectangular mirror on 
the west wall; a similar sized tapestry hanging on the south wall and an ornately carved wood- 
en coffin resting on a stand in the southeast corner with a battered chaise longue in front of it. 
If you want to look in the mirror, go to 4 or if the tapestry takes your fancy, go to 16. To look at 


the coffin, go to 29. When you decide to leave you can go east to 3 or north to 53. 


41 

You step into a puddle that fills the whole width of the passage at this point. Just as you take 
your second step a large tentacle emerges from the water and wraps itself around your legs 
and waist trying to drag you downwards. Make L1 SRs on STR, DEX and LK. If you succeed in at 
least 2 of these, you manage to pull yourself free. If you have failures at 2 or 3 of the SRs, you 


are drowned in a puddle, go to 8. 


42 


You notice a handle hidden in the wall. When you turn it a small sluice gate descends and 
stops the water flowing. You can now step across through the door to 30. 


43 
You manage to shake off the desire to join the figures in the tapestry. Roll a D6 and add that 


number to your INT permanently. Now return to 40 and make a new choice. 


44 

The lid of the tomb is flung aside with tremendous force and you have to duck to avoid being 
struck as it flies across the room. By the time you have recovered, the vampire has risen and is 
approaching you with menace in every step. Go to 25. 


45 

As you walk calmly and confidently towards your chosen exit, the sphinx’s eyes focus directly 
on you and cast a pale red gleam over everything while they follow your progress precisely. It 
is as if the crystalline creature is examining your very soul. You feel like you did when you were 
a child trying to keep a secret from your mother. Attempt to make L1 SRs on all of your non- 
physical attributes (LK, IQ, WIZ & CHR). If you have more failures than successes, go to 56. If 
you have more successes than failures, go to 13. If you have the same number of successes as 
failures, go to 67. 


46 

The instant you reach the edge of the trench, a vast cloud of bats swoops up from below and 

distracts you making you mis-time your jump. You realize in an instant that you are not going 

to make it across and, if you did not know already, you can see that the trench is really a very 

deep chasm. Attempt to make a L2SR on DEX. If you fail, go to 28. If you succeed, you manage 
to perform some nifty acrobatics and land safely on the other side of the chasm: you may 


leave north to 10, if you jumped from the southwest side or west to 3 if you jumped from the 
northeast side. 


47 


You walk towards your chosen exit all the time concentrating on not stepping on the rug. Un- 
fortunately, this means you fail to spot the creature hiding in the shadows. It is a banshee with 
a MR of 28. It attacks. You must fight the first combat round with your adds reduced by 30% 
(round down) unless you can make a L1 SR on SPD. For subsequent combat rounds, the keen- 
ing wail it produces will distract you and produce a similar reduction in adds if you cannot 
make a L1 SR on INT. If you survive, continue to your destination paragraph. 


48 


The room contains nothing of note. However, while you were distracted, the vampire has risen 
from his tomb and you turn to see him ap- 
proaching you with menace in every step. 
Go to 25. 


49 


The wight collapses before you. Hidden 
amongst the decomposed flesh you find an 
enchanted dirk that gets 8D6; 2D6 at other 
times, versus any undead creature on the 
first combat turn of any fight. Now return to 
40 and leave here. 
f 
Si dÉ 
You are in a large square room with \¥ Ly / 
doorways in the east and west walls 4 Ga 
and southeast corner. In the middle of 
the floor there is a fire pit at least 10’ in 
diameter. The flames wax and wane every 
few seconds; at times they reach as high as 
the ceiling. This is the only source of illumi- 
nation. Scattered in the eastern half of the 
room are numerous charred bones, which 
would make up at least a couple of hu- 
manoid skeletons. 
If you would like to examine the fire pit more 


closely, go to 15, while if the charred bones 
are of more interest, go to 65. 


When the time comes to leave here you can go east towards the faint sound of running water 
to 72, southeast to 63 or west 22. 


51 

An enormous lizard, the size of a large hunting hound, scuttles at you from the shadows and 
attacks. It has a MR of 36 and its scales give 4 points of armour protection. (40 APs) If you have 
survived, return to the paragraph that sent you here and continue on. 


52 

You drive the stake deep into Gelven’s chest. His eyes open wide as the pain sears through him 
and a few drops of blood drip from the corner of his mouth as he shudders in his death throes. 
You suddenly feel faint and everything goes black. Go to 6. 


53 

You are on a long straight corridor with doorways to north and south. 
Roll a D6. 

If you roll 1 or 2, go to 35. 


If you roll 3 or 4, goto 5. 
If you roll 5 or 6, you may continue on your way. 


When you leave north leads to 20 and south to 40. 
54 


The door does not want to budge but then suddenly gives way and you tumble down a flight 
of stone steps inside taking 1 point of direct CON damage. You find yourself at 60. 


55 

You are in a dark L-shaped natural cavern that has entrances in the east and north arms of the 
LU The moment you enter you are assaulted by an unpleasant, acrid odour that almost has 
your eyes watering. In spite of the lack of light source, you can make out much of the detail of 
the rocky walls and the black slash of a 5’ wide trench that reaches from wall to wall at around 
the mid-point of the floor. It would appear that your transformation has improved your night 
vision. If you entered from 3, you are on the southwest side of the trench and if you entered 
from 10, you are on the northeast side. 

If you would like to take a closer look at the trench, go to 26 while if you want to take a run up 
and jump across, go to 39. You may also turn around immediately and go back to where you 
came from if you wish to do so. 


56 

The sphinx somehow senses that you should not be here and immediately fires a ‘Blasting 
Power’ at you that scores 2D6 + 1 points of damage. If this drops your CON to O or less, go to 
8. If you remain conscious, you may return to 20 and leave here with your IQ returned to its 
normal level. 


57 

A tall, well-dressed elven male with pale skin and bloodshot eyes staggers along the passage 
ahead of you. He is clearly unaware of your presence. Could this be Gelven himself? If you can 
make a L1 SR on both SPD and DEX, you can catch him and thrust the stake through his heart 
by going to 52. If you fail either SR or you think this individual cannot be Gelven, return to the 
paragraph that sent you to Random Events in the first place. 


58 

You will need to make a L1 SR on STR to move the lid. If you fail, go to 12. If you succeed, you 
manage to slide the lid across far enough to see the pale visage of the recumbent half-elf. You 
toss the torch on top of Gelven and then stand back. The red flame flares as it starts to con- 


sume the flesh of the vampire within. A blood-curdling scream fills the room for a minute or 
so before suddenly ceasing as the flames die down. Instantly, a charred figure emerges from 
the tomb and approaches you swinging a heavy sabre (4D6 + 3). This remnant of Gelven has a 
CON of 12 and combat adds of +16. Fight to the death. If you are defeated, go to 8. If you are 
victorious, you have time to drive the stake through his heart. As you do so, you suddenly feel 
faint and everything goes black. Go to 6. 


59 

The woven figures continue to call you towards them. Despite your misgivings, you cannot re- 
sist and before you know it you have been drawn into the image on the tapestry. You are 
trapped in a sort of strange enchantment from which there is no escape. You have avoided 
transforming into a vampire but at the cost of your life on the mortal plane. Since you are not 
dead, you cannot be reincarnated. Close the book, your adventure is over. 


60 

You are in a square room with doorways heading 
north, east, south and west and a set of stone 
steps leading up to the tower entrance to the 
northeast. A few candles in holders on the walls 
provide a dim light. A large rug covers most of 
the floor; it was once of rather fine quality but is 
dusty, stained and torn in places. Apart from this 
the room appears empty. If you would like to 
search here, make a L2 SR on LK and if you suc- 
ceed, go to 7. 

When you decide to leave, you can go north to 
70, east to 10, south to 3 or west to 53. If you 
walk on the rug, go to your destination para- 
graph via 24 while if you walk around the rug, go 
via 47. 


61 

The minute you start to move, the sphinx’s eyes 
follow you with great intensity and before you 
can get to your chosen exit they unleash a ‘Blast- 
ing Power’ at you. If you can make a L2 SR on 
SPD, the spell misses you and you can return to 
20 and leave. Otherwise the spell does 1D6 + 2 in direct CON damage. If your CON drops to 0 
or below, go to 8 while if you remain conscious, you may return to 20 and depart. 


62 

An elven figure in magician’s robes appears before you. He is clearly in the process of casting a 
spell at you. If you can make a successful L1 SR on SPD, you can get close enough to him to at- 
tack and kill him before he can strike. If you fail the SR, you take a ‘TTYF’ worth 1D6 + 4 points 
of CON damage before the wizard teleports away. (25 APs) 


63 

You are on a short corridor with doorways to the northeast and southwest. 
Roll a D6. 

If you roll 1, 2 or 3 go to 35. 


If you roll 4 or 5, goto 5. 
If you roll 6, you may continue on your 
way. 


When you leave northeast leads to 50 and 
southeast to 10. 


64 

You gently lift the lid to reveal that the oc- 
cupant within is the preserved corpse of a 
once beautiful human woman with long, 
auburn hair. She is wearing a sumptuous 
purple silk dress that has seen better days 
and has small white flowers in her hair. 
Every now and then you get the impres- 
sion of a gaunt unearthly figure wearing 
the dress and with the same red tresses. 
Make a L1 SR on the average of your CHR 
and LK. If you fail, go to 11, while if you 


succeed, go to 23. 


65 


The bones are clearly from at least two elves. Scattered amongst them there are a few coins 


and gems. If you want to gather up what you can see, go to 31, otherwise return to 50 and 
make a new choice. 


66 

Unable to resist, you kneel and feast wildly. Blood streams over your face and hands as you 
consume the warm, metallic-tasting fluid. You feel a surge of bestial energy flow in your veins. 
Increase your STR and CON by 3 each until this adventure is over. Finally sated you raise your 
head and a snake-like creature leaps up at you. Attempt to make a L1 SR on DEX. If you fail, go 
to 37. Otherwise return to 10 and make a different choice. 


67 

There is a moment of hesitation before the sphinx rises and walks over to you. It crouches 
down until its eyes are level with yours and only a few inches away. Questions start to be fired 
at you with increasing speed and intensity, which you do your best to answer. Use your IQ like 
a MR to generate dice and adds and treat this interrogation like a combat between 2 MR-rated 
creatures. The sphinx has an IQ of 2D6 + 6. If you manage to survive for 4 combat turns with- 
out your IQ dropping to O, go to 13. If your IQ ever reaches 0 or below, go to 56. If you manage 
to reduce the sphinx’s IQ to O or below, go to 32. 


You will need to make a L1 SR on STR to move the lid. If you fail, go to 12. If you succeed, you 
manage to slide the lid across far enough for you to see the pale visage of the half-elf within. 
His eyelids flutter open and he immediately sees you approaching with the stake raised. At- 
tempt to make a L1 SR on SPD. If you fail, go to 17 and if you succeed, go to 52. 


69 

The face in the mirror frowns at you and then a ray of magical energy shoots out and hits you 
in the chest. This is a form of ‘TTYF’ and scores 1D6 + 3 hits direct to CON. If this reduces your 
CON to 0 or below, go to 8. If you are still conscious, it looks like the spirit in the glass is pre- 
paring to fire again, go to 40 and leave quickly. 


70 


You are at a 3-way intersection with passages heading east, south and west. Roll a D6. 
If you roll 1 or 2, go to 35. 


If you roll 3 or 4, goto 5. 
If you roll 5 or 6, you may continue on your way. 


When you leave east leads to 22, south to 60 and west to 20. 


71 


The floor beneath you shifts and you spot a pit open at your feet. It is filled with a mass of 
thorny vines writhing like a nest of snakes. If you can make a L2 SR on DEX, you can react in 
time to avoid falling in. Otherwise you are accepted into the embrace of the vampire vines, 
which coil about you finding every gap in your clothing and armour to pierce your flesh and 
drink your blood. You will need to make a L1 SR on STR to be able to climb out of the pit. Every 
time you fail to get out, the vines will drain 2D6 of CON. Keep trying to extricate yourself until 
either your CON drops to 0 or you manage to climb out. (40 APs). If you have survived, return 
to the paragraph that sent you here and continue on. 


72 

You are in a corridor heading east. Directly in front of you is a swiftly flowing stream. It is only 
3’ wide, so just a single step will get you to the plain, wooden door on the other side. In spite 
of the ease with which you could step across, you find it impossible to actually do so. Attempt 
to make a L1 SR on CHR. If you succeed, you can step over the stream and through the door 
on the other side to 30. If you fail, you cannot bring yourself to take the step: you should ei- 
ther turn around and head back to 50 or search the area by trying to make a L1 SR on LK. If 
you succeed at this SR, go to 42 or turn around if you fail. 


73 
By the time you have arrived at the tower, dusk is already beginning to fade into night. Amid 
the shadows you can see the remnants of what must once have been an impressive fortifica- 
tion but is now reduced to just the lower part of a round building like the turret of a castle. A 
stone staircase winds up around the northeast part of the wall and ends in battered wooden 
double doors. Hemena indicates that this is the entrance and as you consider the task ahead 
of you, she hands you a 3’ long wooden stake and warns you that there are rumours that Gel- 
ven has monsters other than he and other vampires patrolling his base. With that she fades 
back into the forest surrounding the tower. Proceed to 33. ; 
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CAREERS ANO PROFESSIONS 


8y Dan Prencice 


This optional system is to be used at character creation. It is a little bit like the lifepath system 
used in games such as Traveller and is designed to give the delver some perks and backstory. 
However, use at your peril as the outcomes could create disadvantages as well as bonuses! 


If the player desires, and the Gamemaster permits, they should either choose a background or 


roll on Table 1. This may, or may not, substitute for the Talent characters gain when 
they start adventuring (7e and dT&T). 

Former Career Table (roll 2d6, 
Former Career DARO) with govern- 
2-4 Thief (Luck) Page 27 dE He 
5-6 Guard (Strength) Page 28 Once the career has 


7 Merchant (Charisma) Page 29 been selected the player 

, then makes a saving roll on 
EE the appropriate attribute to 
10-11 Scribe (Intelligence) Page 31 see how well they did from 
their former profession. 


12-16 Squire (Constitution) Page 33 


17+ Choose one & roll again 


Career Success Roll 


Fumble Gain familiarity with the career you chose. Roll once on the Woe Table for your career. 


Failed ` Gain familiarity with the career you chose. Roll once on the Weal Table & once on the Woe 
Table for your career. 


L1 Gain one talent from the career you chose from those available & familiarity with the career. 
Roll once on the Weal Table and once on the Woe Table for your career. 


L2 Gain one talent from the career you chose from those available & familiarity with the career. 
Roll twice on the Weal Table and once on the Woe Table for your career. 


L3 Gain two talents from the career you chose from those available & familiarity with the career. 
Roll twice on the Weal Table and once on the Woe Table for your career. 


L4 Gain two talents from the career you chose from those available & familiarity with the career. 
Roll thrice on the Weal Table and once on the Woe Table for your career. 


L5+ Gain two talents from the career you chose from those available & familiarity with the career. 
Roll thrice on the Weal Table for your career. 


Weal and Woe 


Weal and Woe rolls are 2d6, no DARO. Familiarity represents a roleplaying advantage. You have 
done the things that someone in that career will do and may present that to the GM when 
seeking to accomplish something relevant. You may also have connections with people that ca- 
reer relates to. Contacts granted by Weal and Woe will be specific and impactful; familiarity 
contacts are ones you use to round out your character and in the course of the story. 


Thief 


Ruling Attribute - Luck 


Some talents available to Thief careers - Acrobatics, Climbing, Sleight of Hand, Creeping, 
Menacing, Nimble Fingers, Gambling, Disguise. 


Thief Weal 


You acquired a hoard; one magical item (daily use of a spell or +Id6 to a weapon or to an item for 
skill use) and 1d6 X Son 


3 You have some high quality gear for use in your chosen profession. It is light and durable. 

4 +1 Constitution - All that running. 

5 +1 Luck - If you can't be good, be lucky. 

6 +1 Charisma - Who are you going to believe? The evidence of your own eyes, or me? 

7 +1 Dexterity - Let your fingers do the walking. 

8 + Intelligence - The cleverest thieves are the ones you never hear about. 

9 +1 Strength - I'm not leaving ANY loot behind. 

10 You have a small animal who adores you and can perform appropriate tricks to aid you in your thiev- 
ery, 

Tl You are a master thief. Gain another talent. You are highly respected in the trade. If rolled again, gain 
an influential contact. 

12. A blessing from the Goddess of Thieves - once per night you may reroll a failed save. You got her at- 
tention and you are important to her. If rolled more than once, gain an extra use. 

Thief Woe 

2 They caught you. You survived the Gauntlet of Correction, but just barely. Lose 1d6 Con permanently, 
and make a roll for your career as a Guard. 

3 You were double-crossed and left for dead. You only have a dagger and ragged clothing at the start of 
play. Any items you gain from elsewhere are stashed and well hidden. You have enemies who think 
you are dead. 

4 You owe gambling (or other) debts of 1d6 x 50gp to the local mafia. They 
are not patient for their money. 

5-1 Luck - Eventually it runs out. 

6 -1 Charisma - That is an interesting (hideous!) scar. 

7 -1 Strength - That year in prison sapped you. 

8 -1 Dexterity - It wasn't your favorite finger, but it came in handy. 

9 They didn't catch you but they are looking - bounty on your head of d6 
x50 gp from the authorities. 

10 You have a rival among thieves; they resent you and look to foil your plans 
at the most inconvenient moments. 

Tl You angered a cult and they are out to kill you. Expect regular attacks. 

12 You angered the Goddess of Thieves. Until she is appeased, the GM can 


ask you to reroll one save a day. 


Guard 
Ruling Attribute - Strength (optionally Speed at the Gamemaster’s discretion) 


Talents available to Guard careers - Running, Interrogation, Observation, Insight, Bureaucracy, 
Investigation, Fisticuffs (including cuffing fists), Pacifying, Tracking. 


Guard Weal 


2 You captured a notorious criminal and received a handsome reward; d6x50 gp and an impressive 
medial (bonuses to any attempt to interact with the authorities and law abiding citizens). 


3 You still have the bloodhound who served you faithfully in the force. It has excellent tracking skills 
and an MR = your charisma attribute. 


4 You are trained with clubs, spears, and staves. You add your level to the adds when using these in 
combat. 


5 +1 Constitution - All that running. 

6 +1 Speed - All that parkour (+1 Dexterity if you don't use Speed). 

7 +1 Charisma - You need to be able to patronise people at all levels of society; that takes skill. 

8 +1 Strength - You are the strong arm of the law. 

9 +1 Intelligence - Those mysteries don't solve themselves. 

10 You impressed a very important person. They consider you a protege and will aid you when asked. 


TI You went to night school and acquired another Guard Talent. If rolled again, gain a guard or criminal 
contact. 


ID You have a very commanding voice, with near divine authority. Once per day you can cause a crea- 
ture that can hear you to freeze in place with your words alone for one round (additional uses/roll). 


Guard Woe 


2 You were framed as a corrupt officer and did the hardest time there is. Lose 1 Constitution, Charisma 
& Intelligence. You retrained - choose a new career. 


3 You worked undercover and got addicted to illicit substances. Gain the Disguise talent. Lose 1 Con, 
Dex & Str. You are a recovering addict. 


-1 Intelligence - That helmet restricted the blood flow to your brain. 

-1 Dexterity - Numb fingers from all those watchful cold nights. 

-1 Charisma - Your expectations of instant obedience do not always sit well with others. 
-1 Strength - Too much desk duty, too many circular pastries, not enough exercise. 


-1 Constitution - All that patrolling in all weathers gave you a sniffle. 


O AN BD oT E 


In a desperate cart chase you destroyed a lot of municipal property. You owe debts of d6 x 50 gp. 


10 You incurred the wrath of a criminal gang. They particularly resent your efforts in curbing their activi- 
ties and seek revenge. 


Tl You failed to turn a blind eye to the peccadillos of a noble family. They arranged for your dismissal in 
disgrace, and still seek your end. 


12. The God of Murder is angry at your continuous foiling of his plans. Once per day he provides diabolic 
strength to one of your enemies, doubling their combat roll. Only the blessing of Lady Justice can end 
this curse. 


Merchant 


Ruling Attribute - Charisma. Talents available to Merchant careers — Haggling, Assessing Goods, 
Fast Talk, Crafting (choose craft), Sleight of Hand, Insight, Jeweler, Cooking, Mathematics. 


Merchant Weal 


2 You made some really good deals; one magical item (daily use of a spell or +Id6 to a weapon or to 
an item for skill use) and 1d6 X 50gp. 


3 You own a shop outright, with humble accommodation at the back. When you mind it you can make 
money of GP = 5 x best Charisma save each week. 


+1 Constitution - All that shop minding built up your tolerance to illness. 

+1 Luck - You managed to buy low and sell high. 

+1 Dexterity - If you catch the thief before they leave the shop you keep your goods. 
+1 Charisma - You know how to deliver excellent service and are highly regarded. 


+1 Intelligence - Calculating all those prices in your head has extended your mind power. 


Oo DAN On oT E 


+1 Strength - Someone has to stack the shelves. 


10 You have a great deal of regard from other tradespeople and are a member of the Worshipful Com- 
pany of Mercers. You have a medal! You receive a 5% discount on purchases of mundane items. 


TI You are a master merchant. Gain another talent. You are highly respected in the market. If rolled 
again, gain an influential contact. 


12 A Blessing from the God of Fortune - You may reroll any failed charisma save once. 
Merchant Woe 


2 Your city was sacked and you were enslaved. Lose 1 Con, Str & Dex. You were noticed for your skills 
and made a scribe. Make a roll for your new career. 


Your hard work at your profession left you with aches and strains. -1 Con & Dex. 


4 You made some poor market judgements and have debts of 1d6 x 50gp to a large mercantile con- 
cern. They will expect you to carry out duties for them until repaid. 


5-1 Luck - You bought high and sold low. 


6 -1 Charisma - The constant worry of trying to make a profit in Trollworld has left you with some un- 
appealing habits. 


-1 Strength - Stacking all those shelves has worn you out. 


-1 Constitution - Your regular exposure to the great Trollworld public has resulted in a variety of inter- 
esting conditions. 


9 You ended up with a bitter rivalry with another merchant. They spread interesting and embarrassing 
rumours about you. 


10 There was a lawsuit about trading rights which is ongoing. Expect regular demands to attend court 
and provide evidence. It could go either way! 


TI A member of the nobility owes you money (1d6 x 100gp) which they are reluctant to pay. They are 
prepared to use foul and fouler means to avoid repayment. 


12 The God of Fortune believes you have abused him. Until he is appeased, all charisma saves are one 
level higher for you. 


Hunter 


wis) 


Ruling Attribute - Dexterity. Talents available to Hunter careers - Chasing, Perception, Tracking, 
Trapping, Animal Lore, Animal Training, Stealth, Survival. 


Hunter Weal 


2 


You have a trophy from a magnificent magical beast which you wear. This gives you +1 Luck & 
Charisma, and provides 1 additional point of armour. 


3 You have a bloodhound who serves you faithfully. It has excellent 
tracking skills, and an MR = your Charisma attribute. 

4 You are trained with spears and bows. You add your level to the adds 
when using these in combat. 

5 +1 Constitution - All that chasing and being out in all weathers. 

6 +1 Luck - You make good choices of hunting grounds. 

7 +1 Dexterity - You have great coordination of hand and eye. 

8 + Strength - Carrying the kills on your back builds musculature. 

9 +1 Intelligence - You are keen of eye and quick of decision. 

10 You impressed a very important person. They consider you a protege and will aid you when asked. 

TI You trained with a renowned hunter. They gave you good advice which you follow to this day; acquire 
an additional hunter talent. 

ID You are blessed in the hunt. You may choose one creature each day as your quarry. Add 5 to any sav- 
ing rolls (including missile fire) you make in connection with this quarry. You do not auto fail on saves 
with this creature; a 3 counts as its numerical value. 

Hunter Woe 

2 You had a close battle with a fierce beast that you only just survived, losing 1 Str, 1 Dex & 1 Con. The 
beast has your scent and hunts you still. 

3 You stepped into another hunter's trap and have a lamed leg. Your speed is reduced by 25% until it 
can be cured by supernatural means. All speed saves are a level higher for you. 

4 -1Intelligence - Being bashed around by beasts may have missed your vital spots, but there was some 

brain damage. 

5 -1 Dexterity - Constant plucking of your bow has led to some loss of fine manipulation. 

6 -1 Charisma - The collection of interesting scars from close encounters with beast kind have reduced 

your visual appeal. 
-1 Strength - Worn muscles from carrying your kills. 

8 -1 Constitution - Your regular exposure to the great Trollworld public has resulted in a variety of inter- 
esting conditions. 

9 You owe debts to merchants of 1d6 x 50 gp for promised merchandise which was stolen. Until this is 

repaid, ordinary gear costs you 10% more. 

10 You have done some hunting of the most dangerous game, and their friends have sworn revenge. 

There is a bounty on your head of 1d6 x 50gp. 
Tl You hunted on a noble family’s land without permission. They consider you an outlaw and will have 
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you pursued by the forces of the law until you make amends. 


You have angered the Goddess of the Hunt by taking an animal sacred to her. Once a day a beast 
you are fighting will double its combat roll until she is appeased. 
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Scribe 
Ruling Attribute - Intelligence. 


Some talents available to Scribe careers - Linguistics, Forgery (or Calligraphy if you prefer), His- 
tory, Arcane Theory, Zoology, Administration, High Finance, Memorising. 


Scribe Weal 


2 You have a rare spellbook which is encrypted. Whenever you gain a new level, you can learn a new 
spell from it of up to that level. If you are a warrior the spellbook is sentient and will occasionally cast a 
spell for you that it thinks will be helpful, powered by your Strength or Wizardry. You may remind the 
GM of this. The spellbook will also offer ‘helpful advice. 


3 You made a good and honest living from scribing - make a 2d6 roll, DARO applies. Start with that 
number x 10gp. 


+1 Constitution - All that exposure to dusty scrolls of unsavoury provenance built up your resistance. 
+1 Luck - You always seem to lay your hands on just the right scroll for the occasion. 
+1 Dexterity - Such beautiful pen(wo)manship! 


+1 Intelligence - You are clever and you are not afraid to show it. 
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+1 Charisma - 'Yes, | have read many books on how to win 
friends and influence people, and also some from the restrict- 
ed section!" 


9 +1 Strength - Those heavy piles of books don't carry them- 
selves. 


10 Your master/mistress was so impressed that she gifted you 
with a magical scribe set - everlasting ink and highly robust 
scrolls. On a second roll, gain a contact. 


TI You read some esoteric books which settled in your memory. 
Gain ANY talent, including those available from outside your 
career. 


12. The Goddess of Knowledge talks to you in your dreams. You 
may ask a question of the GM once per session which can 
pertain to out-of-character knowledge relating to the game. 
The GM should answer truthfully, but may answer cryptically. 
If rolled again, gain a scribe career talent. 


Scribe Woe 
Your library was sacked and you were taken prisoner. Lose 1 Str, 1 Con & 1 Int to represent the trau- 
ma, then choose another career which you were forced to follow until you gained your freedom. 


You mislaid a very valuable book in the stacks. You have lost all library privileges until you furnish a 
replacement. This includes prohibiting learning any new spells from the Wizards Guild. 


-1 Intelligence - Those books you read from the restricted section haunt you still. 


-1 Charisma - Your obvious lack of interest in those without your specialised knowledge is evident, 
however much you declare that you are a delight. 


-1 Strength - Your long days studying scrolls in conditions without daylight have let your muscles atro- 
phy. 


-1 Constitution - You have been exposed to a lot of dust, mould, and radical health advice; your 
health has suffered. 


-1 Dexterity - Those paper cuts, oh the agony. 
-1 Luck - You opened a scroll that was best left alone. 


You have accumulated significant library fines, totaling 1d6 X50 gp. You mess with the sisterhood of 
the scroll at your peril. 


Your derisive snort at the ignorance of a very important person has made a sworn enemy of them. 
They seek your humiliation and downfall. 


You have read things that sentient beings were not meant to know. Once per session you may be 
possessed by an otherworldly being who will make you their puppet for a d6 minutes. It is a major 
quest to excise this link. 


m Forgotten 
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Squire 
Ruling Attribute - Constitution 


Talents available to Squire careers — Heraldry, Animal Handling, Riding, Etiquette, Strategy, Fal- 
conry, Armour, Weapons, Haggling 


Squire Weal 


2 


You distinguished yourself in battle and were knighted. You have arms and armour of value = Charis- 
ma x30 gold, and a title (Sir is standard). You have a bonus to Charisma rolls equal to your level. 


3 You have a destrier that you are skilled in riding and can fight alongside you. It has a Con = yours and 
adds 2d6 to your combat roll when you fight mounted. 

4 You are trained with swords, axes & maces. You add your level to the adds when using these in 
combat. 
+1 Charisma - It is your job to ensure your knight's comfort and ease; you are skilled at negotiation. 

6 + Dexterity - Dodging the kicks and blows of your knight on the many occasions you angered 
them. 
+1 Constitution - All that running around after your master or mistress. 

8 + Strength - Your combat training and fetching and carrying have built your muscles. 

9 +1 Intelligence - Anticipating your knight's needs takes a sharp mind. 

10 You impressed a member of the nobility. They consider you a protege and will aid you when asked. 

T1 You went to knight school and acquired another squire talent. If rolled again, gain a noble or military 
contact. 

D You have the interest of the God of War. Once per day you may double your combat roll with their 
blessing (extra uses/additional roll). 

Squire Woe 

2 You were on the losing side in a battle and taken prisoner. You were harshly treated and lose 1 Con, 
Str & Dex. You owe someone for your ransom, 1d6 x 50gp. 

3 You lost some fingers of your off-hand in battle. Lose 2 dexterity and you cannot dual wield, though 
you can use shields and two-handed weapons. 

4 -1 Intelligence - The blows from your knight that you didn’t dodge left their mark. 

5 -1 Dexterity - Your fingers were worked near to the bone. 

6 -1 Charisma - Constant criticism has left you with insecurities. 

7-1 Strength - Carrying that heavy armour strained some muscles. 

8 -1 Constitution - Sampling too much wine has damaged your liver. 

9 You borrowed money to keep up appearances for your knight. You owe debts of 1d6 x 50gp. 

10 You are considered the enemy of a noble family. You annoyed them and they plot your embarrass- 
ment and worse. 

Tl! Your bloodline suffers a curse and healing effects on you are halved. It is a quest to reverse the curse. 

D You have the interest of the God of War, and he wishes to test you. Once per day against a worthy 


opponent, their combat roll is doubled. If you prove yourself, the testing will end. 


EXOTIC ITEMS FOUNO IN THE BEST 


RAAGIC SHOPPES 
By Davids Lucardie 


It has been noticed that adventurers have a disturbing habit of dropping all their treasure when 
plunged underwater during a dungeon. This has especially upset the proprietors of said dun- 
geons who are accustomed to charging a tax on all loot carried out. Putting their heads togeth- 
er, the wizards running several of these establishments have come up with a magic item to help 
adventurers keep all their loot when they unexpectedly need to swim. This item renders the 
wearer and everything they wear and carry neutrally buoyant, allowing them to swim normally 
and bring back out all their heavy, heavy gold and magical armaments so the full 10% tax can 
be claimed. 


The proprietors of these dungeons do a roaring trade in these items, charging all their captive 
market will bear (10,000gp and up}. There has also been high demand among a secondary 
market of rock trolls, gargoyles, and living statues wishing to get more out of a seaside holiday 
than just walking along the seabed. 


Worn on the finger, this wondrous item has been christened... The Flotation Ring. 


There are enchanted accessories sold by certain Fairy and Leprechaun vendors that act as ex- 
tra-dimensional storage. When the storage space is opened, a portal appears in the palm of the 
users hand, which can then be used until the user closes it. Thus, much as a container worn on 
the back is called a backpack, these accessories are now widely known as Handbags. 

It costs 1 Kremm to open the Handbag. (Talismans to do this are sold for warriors or Kremm- 
frugal wizards.) They can hold the wearers WIZx10 in Ibs (100 x WIZ in wu.). Storing any item 
or retrieving any item from the Handbag takes a combat round — so it is unwise to use these 
for anything you will want to use urgently. Also, if you 
cannot remember clearly what the stored item 
looked like, it will take a full 10 minutes of rummaging 
through your Handbag to find it. 


Each Handbag will only work for the first person to 
store something in it. Additional Handbags used by 
the same character will all open to the same space 
and lose any resale value as they will now not work 
for anyone else. There is no market for second-hand 
Handbags. 


The Wizard's Guild can retrieve the contents of any 
lost or destroyed Handbag, but they will charge 10% 
of the retrieved content’ value for this service. It is 
generally considered simpler and wiser to buy a 
backup Handbag, use it (thus binding it to the same 
space) and store this second Handbag somewhere 
secure. Some denizens of Trollworld have an entire 
cupboard full of Handbags. 

Alas, there is no way to force a living creature (or part 
of it) into this storage so there is no point in hitting 
someone with your Handbag. 


NAoOLTEN MAGIC 
BoOOoZER’S GUDE TO FANTASY 


MINIATURE PAINTING 
By Andy Holmes 


For beginners — (Part 1) 


As well as being an avid and published writer for 
Tunnels & Trolls since the mid 80s, | have also been a 
keen amateur miniature painter, starting to buy 
miniatures when Games Workshop was still produc- 
ing and selling general FRPG miniatures. During these | ~ 
early years you could buy a singe mini for around 
30p and a larger miniature for around 60p from 
Citadel Miniatures. Now however the price has 
rocketed for metal minis, and Games Workshop 
now only produce minis for their own game sys- 
tems, but the trend over recent years has been with 
the new vinyl based plastic material used primarily 
by Reaper Bones Miniatures and a similar material 
used by Wizkids miniatures, that come pre-primed. 
These minis tend to sell at around £3 for a basic mini 
and go upwards in price from there. 


| have been buying and painting Reaper Bones 
miniatures for a good few years now and I will base 
my beginner's painting guide on these. 

This guide aims to provide a beginner with a basic 
understanding of how to produce a good standard of miniature painting for tabletop gaming. A 
miniature that you can be proud of when presenting it to your players or GM during tabletop 
play. There are many professional quality miniature painters out there and instructional videos on 
advanced techniques available but all you really need is practice to produce something pleasing 
to the eye to enhance your tabletop gaming or add to your collection. 


Assuming you have a basic vinyl plastic miniature ready to go such as 

the dwarf ranger from Reaper Bones seen here. In the next article | will oo = a 
try and show the stages that | went through with this little guy as he is all Ko, ree 
in the long queue of unpainted minis in my studio! a a 


What Will You Need? 


Soapy water for initial washing. BON 

Paper towels to dry the mini and use throughout the paint process. DNE 
A comfortable flat solid painting surface with room for paints, water 
etc. | 
A painting palette (this could be a wet palette but assume for now a he | 
basic dry plastic palette is used. You can pick these up very cheaply = N 
from hobby stores, craft shops and supermarkets for £1, often less. 
Two small containers of water; one for brush washing, one for clean 
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water for use with the paints. = 
Good quality brushes. You don’t need ede 
to spend a fortune on these; you can MN 
pick up a perfectly good set online for 
around £6-8 that will give you all the 
brushes you need. Do make sure 
however you have at least 1 very fine 
detail brush for the delicate work/high- 
lighting. The Army Painter, Games 
Workshop and Vallejo all sell excellent 
brushes but they can be pricey. If you 
can afford the best, then buy the best. 
Good bright lighting or a bright hobby 
lamp with magnification if required. 

A place of peace & quiet away from 
distractions to create your painting 
masterpiece! 

A nice comfortable chair at the correct height to the painting table. 

And of course, a range of acrylic miniature paints specifically for the hobby... 


What Paints Should | Buy? 


| would not recommend skimping on the miniature paints and 
suggest you buy as many as you can afford to begin with. | 
personally use The Army Painter and Vallejo Game Colour, 
which come in dropper bottles (avoid buying paint in pots as 
with the old Games Workshop paints; dropper bottles are far x 


superior as they last longer and you cannot spill them). e 3 
There are paint sets readily available which sometimes include Sen o 70.9° 21 
a brush and miniature. You can find these online from compa- Ar MODEL 
nies such as The Army Painter, Reaper Bones and Vallejo, or if i L COLOR 
you are just starting out and / or have limited budget you may — n 


want to buy a selection of individual colours, which you can 
buy online or in hobby stores for around £3-£4 per bottle. 
Don't be put off, these last for a long time and are excellent 
value for money. A good example is the set shown here, retail- 
ing for around £20. It contains 8 paints and a limited-edition 
miniature. 
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The Painting Process 


Begin by giving your mini a wash in soapy water straight from the box. This cleans the mini of 
casting residue and allows you to paint directly onto the mini without priming. The minis are ad- 
vertised as pre-primed but you will have difficulty with acrylic paint adhering to the mini if you 
do not give them a quick wash first. Dry thoroughly and make sure no water remains. 


Next, using a crafting knife, remove any obvious mould lines that you can see. I find these very 
rare with Reaper Bones and even rarer with Wizkids. 


Next, and to me this is a very important stage, decide on the colour scheme you want your 
miniature to have. This may seem like a pointless stage, but | find if | start painting a mini without 
first knowing how | want it to look, the process is much more difficult. Look online at images of 
your miniature painted for ideas. Do not be discouraged by the ‘professional’ results you see 
when searching images of your mini, just do your best. 


The first actual painting stage is to now work on covering 
every surface of the mini with the base colour. For example, 
decide on the base colours you will use for his armour, clothing, 
Cloak, skin, boots, weapon, shield and any other part which 
may feature on the mini such as staff or accessories carried. 
Work then to cover each area with the base colour as neatly 
as possible. Don’t worry too much at being overly careful at 
this stage and if you go over the lines or area it is not a big 
deal. 


Also consider at this stage whether you are going to put your 
mini on a base or leave it as is. It is easier to adhere to a base 
now before you start to get into the paintwork and handling 
the mini to stick to a base could be a problem. You can of 
course choose to complete the miniature and then stick down 
onto a base, it is just good to consider this before you get go- 


ing. 


This is all | want to cover for the first article in this series. To end here are a few images showing 
two Golems, again from Reaper Bones, showing the basic process through base coating, ink 
washing, layering & highlights to finished miniatures. 


In the next article in the series we will look at taking your miniature a stage further and show 
the above dwarf fully base coated. 


| hope you have enjoyed this introduction to miniature painting and see you at the painting table 
next time! 


Useful links: 


www.reapermini.com/ 
https://www.waylandgames.co.uk/ 


https://wwwinstagram.com/tunnels_and_trolls/ 


WONSdROUS ARTICLES OF MAGICAL 


MISCELLANY 


By Duncan Beacn 


Pavise of Pixie Pummeling: 


This massive oblong shield comes complete with stand and special enchantments that let 
archers fire right through it. It is EVEN enchanted to provide a handsome addition to protection - 
how much is up to the GM. That bonus is important, GMs - keep track of it. Every time the 
delver(s) employ it, and the pavise take ONE more hit than the bonus, that many pixies fly at the 
archers and other misfortunates. They identify themselves as members of the Inquisition Of His 
Lordship, Pan. They are armed, not with swords, not with hatpins, but with feather-ticklers and 
comfy pillows. For the next several combat turns (as many as the 

bonus), the delvers can do nothing but fend off the pixies, pummeling, 

pummeling with the pillows and the ticklers - who will ALSO 
demand the delvers imbibe refreshing drinks and snacks. 


This will happen EVERY time the Pavise's bonus is 
exceeded by hits. NOBODY escapes the Pannish 
Inquisition, after all... 


Nightstone 


This small, amethyst orb sheds darkness in a 
30' radius when used. One turn's use = 1 
charge. 6-36 uses, weight 3 GP 


Hat of Hyperactivity 


This great helm is beautifully bedecked with os- 
trich feathers and peregrine falcon feathers, covered 
in cheetah hide, and on each side is a bottle motif 
done in emeralds, pearls, and rubies. Delvers putting it 
on their noggins will discover that it takes not 1, not 2, 
but FIVE hits as armor, and that, as a bonus both their re- 
flexes AND their travel speed will have tripled. Better, this 
enchantment WILL stack with similar effects in spells - so that a 
person with both this and Little Feets will find their Speed rating sextupled `" - OH, JOY! 
Right. Remember, | DID say "I'm ONLY going to get worse from here" a while 
ago. 
Every time concentration is required to fulfill a task, an ever-higher SR on Intelli- 
gence shall be secretly made for the character by the GM. Failure means, not 
only is that task not completed, but the knowledge of HOW to complete it is 
GONE. For GOOD. And the character's movement and reflexes double 
AGAIN. And, yes, that means ANY task requiring concentration, from 
spell-casting to spelling, tying people up to tying shoes. Fail the SR 
while casting a TTYF means you get to try to relearn TTYF From 
another Wizard. And of course, forgetting all that knowledge makes 
it harder to concentrate on other, simpler, tasks. 
If you are merciful (boo! Hiss!) you can allow for an antidote. Make it 
slow-acting - One forgotten thing a week seems reasonable. 


Only demons and dragons know how to (safely) remove the hat. All the other options tend to 
include beheading. 


The Bridge Across Forever 


This is not a convenient gem or trinket. You just WON'T be able to put it in your backpack and 
tote it round, yanking it out at need. 


Rather, it is a location. Across ANY chasm of suitable depth and length (I recommend at 

least a thousand feet), there is a simple stone bridge. If any magic user (or magic doo- 
‘ dad) detects magic, Cosmic, Construction, and Conveyance Magic are sensed. If no- 
body thinks of it, nothing should be said. Several Omnipotent Eye spells will be re- 
quired to get the full gist, however. 


First, the bridge is a modified Wall of Stone spell. That is right, the whole bridge. 
Second, it has been magicked into permanence AT THAT LOCATION. 


Third, enchantments your delvers will never get prevent ANYTHING whatsoever 
damaging the bridge. 

Fourth, another set of enchantments your delvers should never be able to purchase 

OR research is active at the exact center-point. There, and ONLY there, a magic 
doorway exists. If a delver is astute enough to realize this, and concentrate 
properly, he or she may travel through time to any point in the future or past 
where the bridge exists OR to any world or point in the world where a similar 
bridge might exist. Failure to concentrate will result in the delver(s) in question 
getting flung through space-time. There are several of these bridges, all over the 

world(s). Think of it like Bifrost. The Bridge(s) Across Forever are a transport sys- 
tem dating to before the Wizard Wars, the result of spells cast at HIGHER than 

HIGH level by beings who should be worshiped as demigods or gods working in 

conjunction in days gone by. 

Thus, returning (if the GM even deems it possible) 


should be allowed ONLY through special adventure 
or a whole series of them, facing new creatures, 
terrain, and threats - those special, powerful beasts, 
traps, treasures, and characters you, the GM have 
been saving for a rainy day. 


Once found, and the enchantments discerned, the 
Bridge Across Forever can be used as intended by 
any survivors, of course. It should be used sparingly, 
as a device to make those impossible adventures 
possible (albeit with a LOT of work, of course). 


Slush-Yuck Soda 


Drinker turns into goop for 2 game turns, up to 
1000 cubic feet. Drinker may specify shape of the 
puddle he becomes, so long as height is not a fac- 
tor... 


FAIRIES ANO LeEPRECHAUNS IN 


Solos 
By David Lucardie 


The short, robed figure addresses the darkened room in a voice that suggests a mouth that has 
rather too many teeth and moving parts. 


“Esteemed colleagues of the Dungeon Proprietors Collective and fellow exploi. .. *ahem!* re- 
cruiters of adventurers, welcome to this workshop on how to appeal to a wider variety of 
races in your establishments!” 


“Despite fairies and leprechauns being widely accepted as two of the six good kindreds, many 
of us have refused them entry to our establishments or to recruit them for our missions. Clearly, 
we are missing out on a significant source of revenue and/or talent. | am here today to reveal 
that there are ways to harness that wasted potential.” 


“First, and most importantly, we need to make sure that any place intended to be an obstacle 
to a human also poses a similar degree of challenge for those able to teleport or fly. While 
wards against fliers and teleporters are easy, they can sometimes turn a mild challenge for a 
human into an insurmountable obstacle for smaller folk, and we need them to get out alive to 
give us our cut! There are more exciting ways to challenge these folks, but the goal here is sim- 
ple: Keep the challenge equall If a human requires a mildly strenuous jump to clear an obstacle, 
and you have made no allowance for wizards to travel by spell, then simply set up astral eddies 
to make teleports harder to judge correctly, and set up gusts of physical wind to challenge 
anyone flying across. Your goal is make sure that Fairies and Leprechauns face the same chal- 
lenges, preferably of the same magnitude and against the same physical aptitude, as their larger 
peers. Other teleport hazards will relate to either turbulence in the magic of the area or tricks 
of perspective that can cause them to misjudge the distance (remember the leprechauns’ 50’ 
range limit!), with the goal of leaving them in a precarious position where their sense of balance 
and steadiness of footing will be tested just as the humans had their athletic precision tested by 
the jump or climb. Fairies can likewise be faced with numerous hazards our larger customers 
can ignore, such as unexpected turbulence, crosswinds, pockets of stale or even mildly poi- 
sonous gas, even small falling rocks or swooping birds or bats can be arranged. For ex- 
ample: you may have set a certain ledge they must walk along to crumble under their 
feet. Make sure that a fairy flying through that area instead sets off a rockfall from 
above, requiring them to dodge the falling stones or be knocked out of the air and 
into the same depths below. Use your imagination, but make sure you are chal 
lenging the same aspect of their physicality as the larger kindreds face. “ 


l.e. if faced with a SR that your kindred should be able to ignore in a solo, 
your character should still make the same SR but ascribe it to a different 
kind of hazard. Don’t worry if you cannot think of a perfect explanation. 
The exact reason is not as important as the need to still make a SR at 
the same level and on the same attribute so you do not simply ig- 
nore what should be a moment of danger or challenge in the 
solo, or render a specific attribute superfluous. You don’t need 
a new explanation every time. After all, it never bothers us as 
players that we keep encountering pit traps. 


“The second hurdle to these smaller kindred frequenting 
our facilities is when we have them encounter nonhostile 


people to test their social interaction skills, at which point there may be elements of flirting or 
seduction. Such encounters simply do not work if the pair are too different in kindred. However, 
rather than expand our payroll expenses six-fold, | strongly suggest having enchantments on 
hand that alter the kindred of such people they meet to match our clients. Do remember to 
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also alter the scale of furnishings, fixtures and utensils at the same time 


[Just because a solo describes an NPC as human does not mean that you cannot change them 
to match your PCs Kindred — it’s not like your race is unique or unheard of. In fact, I often ex- 
tend this to all nonhuman good kindred, not just fairies and leprechauns. | simply rule that the 
specific NPC is in fact a member of my characters own race. Of course, you should avoid do- 
ing this for major lore NPCs!| 
“For those in this room moonlighting as subcontractors for Lerotra'hhs agents (a job offer it is 
most unsafe to refuse!), you will often find yourself selecting candidates for infiltration missions. 
In the past it has been common practice to send any of the larger Good Kindred to infiltrate a 
human organisation or fortress, with often predictable results. No matter how good a dwarf is at 
disguising themselves, passing themselves off as a human, let alone an Elf, is simply an unfair 
handicap. The chances are that any guard or cultist will be keenly aware of just how many 
non-elves their leader has hired (the answer is almost always ‘none’) and instantly raise the 
alarm.” 
“Instead, look further afield to the events in lands dominated by their own kindreds. Chances are 
that there will be infiltration assignments there, which have been overlooked by more human- 
centric officers. Why send a dwarf to infiltrate an elven grove when there is like as not to be an 
equally dire situation brewing within a dwarven mine? Not only will they have a much better 
chance of passing unnoticed, but they will be more familiar with the sorts of obstacles peculiar 
to their kindred!s fortifications.” 
[In some solos such as Cap d’Yvoire, it is generally best to simply move the setting so that the 
entire adventure is set in an area, which your PCS kindred controls. After all a Dwarf or Hobb 
attempting to masquerade as a human without the aid of magic should still be unmasked in an 
instant by any guard who is not blind drunk. Simply replace any reference to ‘humar with your 
PCs kindred, and imagine the adventure occurring in a different setting. This also allows for 
counters to any racial ability that should otherwise logically short circuit a solo. It is only natural 
to assume that a leprechaun castle would have wards against teleportation, and a fairy fortress 
would be built under a dome so that their enemies could not simply fly in over the walls. Like- 
wise, when trying to escape such a structure, when the solo says you find a rope that you can 
use to scale up or down a wall, you might instead imagine that it is the means to open a hatch 
or bypass a ward to get out] 
“Above all, fellow custodians of adventure, remember that no matter the adventurer’ race, you 
are entitled to lure them in to earn your ten percent cut of their loot! Or, for those less mercan- 
tile in motivation, the events in the lands of other kindreds are of 
no less concern than events in lands dominated by humans." 


[In summary, there is nothing wrong with refitting a solo to 
allow characters created using any of the Good kin- 
dreds or even the Familiar Illkin to play through it. 
Just be sure to keep the challenge equal by re- 
quiring the same SRs on the same attributes, and 
if necessary, match the race of certain NPCs to 
the adventurer to keep the encounter(s) believable. 
If, however, you want to play one of the less com- 
mon creatures then you may want to consider in- 
stead looking at the new edition of 
“Monsters! Monsters!”] 


WIIZARS SCHOOL INCANTATIONS 
By Peter Panda 


Introduction 


These are the minor magics that aspiring Wizards learn when they attend a Wizard's Guild ap- 
proved school to learn the art of wizardry. None of these Incantations cost more than 1 WIZ to 
cast and most Wizards will have an assortment of them in their personal Spell book after grad- 
uating. They are all considered “Level 0”. 


Some of these incantations have more than one name (where that is applicable, there will be a 
“/" separating the two names). In my campaign, regional differences sometimes result in the 
same spell having different names; GMs are, of course, free to use only one name or rename/ 
change anything they desire in all of this. In some instances, there is a “required materials” for 
the spell to work; many dislike spell components so, again, feel free to change or discard as de- 
sired. 


| hope this idea meets with approval and inspiration. | would enjoy adding more incantations to 
this list from others who were so inspired. 


Lesson One 

Range: Self 

Power Up: None 
Duration: Instantaneous 


Availability. The most common of all spells 
(only self-taught casters will not have this) 


Needed Materials: None 


This is the very first spell ever taught to aspir- 
ing Wizards when they enter magic school 
to learn their craft, hence the name, “Lesson 
One.” Because it is such a ubiquitous and 
mandatory spell, it is listed first, out of alpha- 
betical order, to properly indicate its promi- 
nence and initial importance. 


This spell enables the Caster to tap into their 
WIZ, to sense the magical essence that they 
have, and to feel their ability to wield it. This 
is the first skill an aspiring Wizard must ac- 
complish before they can move on to more 
grandiose magics. This spell does nothing 
else, cannot be Powered Up, and cannot be 
cast on anyone other than the Caster them- 
selves. 


Its one utility, beyond its initial teaching pur- 
pose, is that it can inform a Caster as to 
whether they still have access to any WIZ 
should they ever find themselves in a situation where that is a matter of doubt (such as being 
shielded from accessing WIZ). Notably, and importantly, this is the one and only spell that, once 
the Wizard has obtained a Focus Item and/or obtained a level, can be cast at zero WIZ; essen- 
tially, it can be performed at will. 
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A Vial Task 


Range: Touch 

Power Up: 3 Additional Vials Per WIZ 

Duration: 1 Minute 

Availability: Almost all Apprentice level spell books 
Needed Materials: None 


Creating magical potions is a major sub-specialty in the world of magic. Yet long before a 
complex concoction can be mixed and brewed to just the right properties, a flask or vial is 
needed to contain the finished product. Such containers, however, must be antiseptically 
cleansed and made Kremm-ready lest any contaminants interfere with the composition of the 
potion and render it ineffectual (or worse, prone to doing something unexpected and comically/ 
tragically unpleasant). As is so often the case, the chore of preparing a flask or vial for potion 
containment typically falls to the apprentice, thus freeing up the master mixologist to focus on 
the important work. To accomplish this flask task, the apprentice uses this incantation — essen- 
tially a bottle washer spell to sanitize and attune the vessel for a magical potion. This spell can 
cleanse three normal-sized vials per casting or two slightly larger flasks. The caster must lightly 
touch each vessel for the spell to work. Note: while this incantation is essentially a “sterilization” 
spell, it also “harmonizes” the vessel to accept a Kremm-based concoction (any natural sub- 
stance not so prepared can still hold a potion but might have a higher fail/misfire rate). This spell 
can be powered up to increase its duration, thus allowing for more vials/flasks to be cleaned 
and prepared. 


Breeze Please 

Range: 10’ (directional) & T (width) 

Power Up: Additional 10’ Per WIZ, Increased Area Of Effect 
Duration: 10 Seconds Or Less 

Availability. Almost all apprentice level spell books 

Needed Materials: None 


This incantation creates a brief puff of air. The air moves no more than 15-MPH and only travels 
about 10’ before losing its momentum. The puff is more than strong enough to extinguish a 
candle, blow papers off a tabletop, or muss up someone's hair. Outside of some clever use of 
this incantation, the air movement it creates is not strong enough to cause any damage to a 
target and will, at most, merely create a distraction. The caster must either point at the desired 
target of the spell (directional use) or wave his/her hand (sweeping use) for a broader/wider 
breeze. This incantation can be powered up, with every increase in WIZ adding another 10’ of 
range or widening the effect by another foot. Powering up maxes out at 100’ distance and a 
10’ width respectively; adding more WIZ will not increase these limits. The speed of the breeze 
cannot exceed 15-MPH, but the caster does have the ability to control the speed and direction 
below the maximum limits (e.g., a caster can create an air puff that travels at 10-MPH and is 
only 3” wide). 


Hover Craft 

Range: 10’ 

Power Up: 10” Per Additional WIZ or 1 Ad- 
ditional Turn 

Duration: 1 Turn 


Availability. Almost all apprentice level spell 
books 


Needed Materials: None 


This incantation allows the caster to levi- 
tate any unsecured object weighing 5 Ibs. 
or less off a flat surface. The object can 
rise up to 10” in elevation from the surface 
it originated from. This spell can be pow- 
ered up such that every increase in WIZ 
adds another 10” of elevation or another turn of duration. The range always remains 10’ and the 
caster must point at the object they wish to hover. If the surface from which the object origi- 
nated is ever moved (eg, a table), the hovering object will immediately fall. The caster cannot 
move the object around, it merely rises in a direct upward direction. This spell has obvious of- 
fensive capabilities, such as floating a vial of acid over the heads of would-be attackers or 
dropping a 5 lbs. rock on someone. Unless immobilized, unaware, or constrained, would-be 
targets should be given an SR to avoid taking full, half, or no damage by avoiding a direct hit. 
This incantation cannot hover an object that is invisible — the Caster must be able to see the 
object being affected. 


It's Great To Radiate 

Range: 10’ 

Power Up: Yes, 1-Hour Additional Duration For Every Added WIZ or Larger Objects 
Duration: 1-Hour 

Availability. Almost all apprentice level spell books 

Needed Materials: None 


This incantation creates a very low-intensity glow around an inanimate object. In low light and 
dark environments, the radiating glow can be particularly visible, although it is never quite 
enough to provide proper illumination. This spell does not work on animate beings (although it 
can work on any inanimate objects in their possession or on their body) or magical items. Any 
such radiating item will be detected as “magical” but anyone with even a rudimentary under- 
standing of Kremm and spell casting will be able to tell that the only magical property to the 
object is the radiating glow itself. Any object equivalent to a 5”x5’x5” cube can be radiated 
with this incantation. This spell can be powered up; the caster may successfully radiate larger 
objects at a ratio of 1” larger (height, width, depth) for every added WIZ expended or they may 
increase the duration of the spell by 1-hour for every added WIZ. 


Papyrus Paratus 
Range: Near Touch 
Power Up: None 
Duration: 1 Turn 


Availability. Very Common 
Needed Materials: Paper 


An elementary part of any Wizard education is learning how to maintain a Spellbook and how 
to read spells from scrolls. The parchments used to hold these spells, however, require careful 
preparation to be able to contain the magical wordings on them. Not any ordinary papyrus can 
reliably contain a spell; to increase the odds of success, it must be contained on a properly pre- 
pared piece of papyrus. Papyrus Paratus attunes the parchment to the idiosyncratic qualities 
inherent in WIZ/Kremm, thereby making it a reliable receptacle for holding magical writing and 
spells. 

The Caster must wave their hand just over the surface of the parchment or do the same with 
their Focus Item whilst casting this incantation. Despite the spells name, this incantation can 
also be used on vellum, smooth rock surfaces, even wooden ones, but such uses may require a 
longer duration to complete and/or necessitate repeated castings to cover the entirety of the 
desired surface (e.g., a billboard containing magical writing would take many castings to proper- 
ly prepare all of it). This spell can only be cast on inanimate objects. 

Spit Shine 

Range: Touch 

Power Up: Additional turns and amounts that can be polished per level 

Duration: 1 Turn 

Availability. Almost all apprentice level spell books 

Needed Materials: A wad of spit in the casters hand 

When cast, any metal surface that is capable of achieving a shiny surface becomes so as the 
caster moves their hand across it. The spell is capable of shining up to 10’ per WIZ allocated of 
metal whilst also increasing in duration by 1-turn per WIZ. The caster must use their bare hand 
so any surfaces containing contact poison, sharp objects, or other hazards will still pose a prob- 
lem. This is one of the most common spells known as it is routinely taught to all aspiring Wiz- 
ards as part of their chores to keep themselves and their school of magic clean, tidy, and shiny. 
Note: this incantation will not work on animate beings nor will it create a shine on a surface 
that is otherwise incapable of being shiny. 

Tidy Mighty 

Range: 5’ Line of Sight 

Power Up: Additional 5’ Range For Every 1 WIZ Added 

Duration: 1 Turn or Less 

Availability. Very Common 

Needed Materials: None 

Another early spell taught to students to ensure that they keep their dorm rooms orderly and 
clean. This spell can be cast up to five feet away from any domestic mess which the Caster 
merely has to point at whilst invoking the spell. The spell can only address one mess at a time, 
so a Caster that has disheveled bedsheets with food crumbs on them will have to decide which 


to handle first, the crumbs or the bedding. Each cleaning up action will result in another expen- 
diture of 1 WIZ; experienced instructors can often tell which students are disorganized by how 


“exhausted” they are when they come to class with depleted WIZ from having to clean up 
large messes. 


The mess being cleaned by this spell will organize itself in proper order as if being handled by 
an invisible being (e.g., bedsheets will align themselves and smoothen out, food crumbs on the 
floor will gather into a small pile before floating into the rubbish bin). None of this cleaning-up 
activity is even remotely dangerous to an animate Target (e.g,, a person in a bed being made will 
not be harmed or pinned down by the action; any mess floating back to a shelf or bin will fall to 
the ground harmlessly if it encounters another being, although it will seek to avoid any contact 
in the first place). Conceivably, were a gathering of Wizards to simultaneously invoke this spell, 
each on a different mess in a very messy room, the ensuing cleaning activity might distract a 
would-be foe, but the impact would be variable depending upon how distracted the foe(s) is/are, 
what actions they were attempting, and how the Wizards sought to exploit that distraction. 


This spell is limited to tidying up inanimate objects only (although it can be used to iron-out 
rumpled clothing whilst they are being worn) and can only clean up messes, it cannot repair 
anything that is broken (e.g., a shattered hand-mirror is not restored to wholeness but it can be 
floated into the rubbish bin). The spell can only clean and tidy up messes that can be seen by 
the Caster who must point at what they desire to be addressed. Some cleaning actions may 
take longer than others to complete, thus requiring the Caster to remain in a pointing posture 
until the task is done. Any mess beyond the range of the spell is not affected by it and if the 
mess includes fine particles that are not easily seen by the Caster, they will not be swept up and 
deposited into the bin; all messes must be easily viewable by the Caster. The spell can only 
move a total mass of waste of up to 5 lbs. per casting so large piles will have to be handled 
with successive castings and any objects greater than that weight will not move. 


Tidy Mighty can be powered up; each additional allocation of 1 WIZ gives the Caster another 5’ 
of range in which to clean up messes. 


Zap Attack 

Range: Y 

Power Up: None 
Duration: Instantaneous 
Availability. Very Common 
Needed Materials: None 


This spell creates a tiny, one-foot long, lightning 
bolt, no wider than a shoelace, that extends from 
either the Casier fingertip or from the end of a 
Focus Item (such as a Wand or Staff). Frequently 
used by the teaching staff to wake-up sleeping 
and bored students, it is also taught to them in due 
course as their very first “offensive” spell. Because it does no real damage, it has become a 
favourite for pranksters and for expressing irritation with someone. 


The lightning bolt produced by this spell only extends one foot in length and causes no more 
damage as is present in a typical static electric shock. There is no loss of CON to anyone sub- 
jected to a Zap Attack, but it might startle them, cause them to jerk a little, or even, in the case 
of small rodents, to retreat altogether. Sometimes, the Target may need to make a LK Saving 
Roll to avoid becoming momentarily distracted, but in most cases, this shock is but a minor, al- 
beit, unwelcome, sensation. It is conceivable that a large gaggle of Wizards, all casting Zap At- 
tack simultaneously on one Target, might cause enough of a squirming response as to adversely 
impact the Target's ability to continue their actions (fighting or what have you), but absent that 
kind of concerted effort, this Incantation should not be given any serious consideration as a truly 
offensive spell. 
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WHEN IS A GM SCREEN NOT A 


GNM SCREEN: 
By Sid Orpin 


The answer to the question in the title is, of course, 
when it is a superb work of fantasy art as released by 
Grimtooth on DriveThru RPG on Christmas Eve. Even 
though it is meant for the French language version of 
T&TTM, | just had to have it to be able to reconstruct 
the amazing battle scene that my friend and fellow 
collaborator at TavernMaster Games Simon Lee Tran- 
ter has produced. | had gathered from him in the pre- 
ceding few weeks that he had really ‘gone to town’ 
with the detail and complexity of the image he had 
created, and he certainly was not exaggerating. 


Having downloaded the pdf file, I had to come up 

with a method of construction. The image for the front is divided into three so having printed 
them out on A4 paper, | could either stick them to a large piece of card and trim and fold it to 
suit or stick to individual pieces of A4 card. | went for the latter approach and having glued the 
individual parts of the picture to separate bits of card, | then laminated each one before using 
some strong clear adhesive tape to join them into one glorious triptych. Since my French has 
lapsed a bit in the 38 years since | took an exam in it, | did not print the text sections out and 
put them on the opposite side of the card, but it would certainly be straight forward to produce 
whatever you wanted from whatever edition of the rules to personalise your screen. My own is 
blank on the GM5 side but as it is laminated, | can use a dry wipe marker to put what | want 
there and change it as | deem necessary. 

As you can see from the picture, the finished result is stunning visually and does the job it is 
meant to even if at the moment in the era of ‘remote gaming’ the player characters are not 
likely to catch a glimpse of the dungeon map. | would thoroughly recommend this product just 
for the artwork alone. 


Patrice Geille, Grimtooth 
himself, has produced a 
number of highly pol- 
ished and professional 
French language 
T&TTM products all of 
which could, | think, 
comfortably grace the 
shelves of English- 
speaking gamers if only 
he could be persuaded 
to have them translat- 
ed. This is no excep- 
tion. | say go and buy it 
straight away at:- 
https://wwwdri- 
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TROLL Links 
Your map to the many hiding places where Tunnels and Trolls (and associated forces) treasure is 
to be found. 

Vin Ahrr Vins Trollbridge: https://trollbridge.proboards.com/ 


Flying Buffalo Press: http:/www-flyingbuffalo.com/ 
Flying Buffalo digital products including Trollszine: 


https://www.drivethrurpg.com/browse/pub/2238/Flying-Butfalo 

The word from Ken St Andre: https://twitter.com/Trollgodfather 

More words from Ken St Andre: https://wwwfacebook.com/Trollgodfather/ 

Even more words from Ken St Andre: https://atroll.wordpress.com/city-of-the-gods/ 


Straight to the Source for Ken’s work: 


https://www.drivethrurpg.com/browse/pub/9559/Trollhalla-Press 


Tavernmaster Games : http://www.tavernmaster-games.co.uk/ 


Jeff Freels site: https://jeffwerx.com/ 


Liz Danforth’ site Oakheart: http:/Awwwizdanforth.com/ 


Liz Danforth’s Patreon: https:/Avww.patreon.com/LizDanforth 
Steven Crompton’ site ` https://stevenscrompton.wordpress.com/ 
Peryton Publishing: http://www.perytonpublishing.com/ 

Bill Pitchers Patreon page: https://www.patreon.conVbillpitcher 


Dan Hembrees Lone Delver Blog: http://danhemsgamingblog.blogspot.com/ 
Dan Hembrees Lone Delver Press: 


https://www.drivethrurpg.com/browse/pub/3094/Lone-Delver-Games 


Mark Findlays Khaghbboommm press: 
https://www.drivethrurpg.com/browse/pub/4780/Khaghbboommm 


Bill used Map Assets from_https://www.forgotten-adventures.net 


TROLLSZINE/ 


